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LiyhtWave without tlie Toaster? Tlie solulioo is LiGHTRAVE. 



HIGH SPEED EMULATION: 



LightRave is a custom hardware module Hiat emulates all of the 
Toaster functions needed by UghtWave 3D™! 



TOASTER FREEDOivi: 

UghtRave enables any Amiga to run Lightwave 3D^" without requiring 



a Video Toaster to be installed. 



True 24-bit display: Rendering Is no longer limited to the Toaster's 
composite display alone. LightRave now allows UghtWave 3D^" to ren- 
der directSy to the most popular 24 bit graphic canda 



Supported cards Include the GVP IV24, Retina, Opalvision, DCTV, 
Rrecracl<er 24, EGS Spectnjm, Picasso, Piccolo, as well as Amiga, and 
AmIga-AGA displays. 



NEW ADVANCED FEATURES: 



UghtRave adds a suite of pnofessional features never before avail^le 



Pal Compatible: UghtRave maltes UghtWave 3D™ fulty functional for 
European PAL users. 



UghtRave will render images fester tfian a Toastw equipped Amiga, as 



Fast Animatloire: 



preview animations praviousty only avail- 



able on the Toaster-4000'f" are now available to all UghtWave 3D^" 
users. Animations are stored in standard Amiga "Anim" animation for- 
mats and may be transfenned and edited by other Miiga programs. 



no lengthy display time to the Video Toaster™ is required. 



SYSTEM REQUIREMENTS: 



Networking: Ughtrave is fulty network compatible. From the low cost 
Pamet to high end ethemet solutions. Lightrave is the perfect solution 
for Ughtwave 3D™ "Render Farms". 



• Ughtwave 3D 2.0, 3.0 or 3.1 required. 

• Compatible with all Oimmodore An^ga models both NTSC and PAL 



■ -giWsench and Kickslart 2.04 or later. 



I UghtWave SD'^" iBquines a minimum 51 2 chip ram and 51 2K fast ram. 
' Extended memory and hardware acceleration are recommended. 



Image Processing: Render directly to GVP's lmageFX,wherB frames 
can be image processed even before being saved to disk. 



-Wt***? 



Fully Compatible: Works with the entire Amiga line of computers. Even 
the/^iga 500 and the new Amiga 1200! -^^^^^ 
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VferM& Fuzzy Lode 

f 2302 M/\RRHirRo,w» Richmond, VA 23229 

UghtWave 3D and Video Toaster are Tiaterriarks of New Tek Inc. Im^e FX is aTradeniark of GVP. Contact your dea^ 
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Strength in Numbers 

GVP is the best Solution 
On any Amiga^ 

Great Valley Products has been the technological leader in Amiga peripheral and 

enhancement products since 1988, We consistently provide you with the best quality 

add-ons for the Amiga computer... bar none! 
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EGS 28/24 SPECTRUM" Go BqondAGA Graphics 
with this real-time, 14-hit, true-color graphics 
enhancement card. Programmable resolutions up to 
1600x1280! 800x600 in 24-bit! 
We include a custom display 
pass-through cable for single- 
monitor use. Many applications are rcady-to-nin and 
we include the acclaimed EGS Paint as a bonus tool 
Bring workstation graphic power to your Amiga today 
and see what you've been missingi 

CIRCLE 32B ON READER SERVICE CARD 

TBCPIUS"' This professional quality, all digital lime- 
base-corrector jTBCI uses state-of-the-art 8-bit 4:2:1 
video signal processing... P/us it provides a real-time 
video frame-grabber and 1 6.7 million color frame-buffer 
...Vlas there is a full SMPTE/EBU time-code 
receiver/generator,. .Pius this incredible product will 
transcode composite and Y/C inputs..,PJusa ^ 

,? channel video input switcher iin composite l* R f^ 



and Y/Cl ... P/uj programmable video 
special effects! 

CIRCLE aaO ON READER SERVICE CARD 
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Performance Series 11™ At soMhz, you can own the 

fastest A 1200 in the world! Add up to 32MB of high- 
speed ,11-bit RAM, today! With the added power of a 
SOMhz f PU, your tloatinp point operations have never 
been speedier. A simple connection in the A 1200' s 'trap- 
door' never voids a warranty, and with the Scries II you 
have the added versatility of our custom option slot. 
Add the fastest SCSI interface on any AI200 with the 
Al 291 SCSI Kit. It just plugs in from the back. Other 
expansion products coming soon! 

CIRCLE 331 ON READER SERVICE CARD |B 

linageFX'" Totally integrated Image Processing. This is 
the only Image Processing package you will ever need, 
Period. This is the professional solution that brings yoa 
not only interchange between various image formats 
such as TIF and GIF and TARGA, but also a full-featured 
14-hit, real-time paint and touch-up program. See the 
work you arc doing while you do i(! Edge feathering. 
Alpha channel, CMY/HSV/YUV/YIQ operations, inte- 
grated scanning, regionalized processing..- It's in there! 

CIRCLE 332 ON READER SERVICE CARD 

G-Lodt'" Bring live video, audio and Amiga graphics 
together and do it on any Amiga! Get connected with the 
world of video with our built-in transcoder to convert 
input video to composite, Y/C, RGB or YUV outputs! Full 
support for AG A systems as well as the 'classic' Amiga 500, 
1000 and 3000. Acclaimed interface controls make this 
easy to use and simple to control. Scala" users even get an 
EX module to use G-Lock in their multimedia applications, 
Add G-Lock's included dual-input audio panel and it's 
simply the best choice for every personal Amiga owner. 

CIRCLE 333 ON READER SERVICS CARD 

IV-24'" 2.0 — The Ultimate Genlock This is what you 

have been searching for in a professional quahty genlock 
tor your Amiga 2000, 3000 or 4000. This integrated hard- 
ware design provides the cnspest, cleanest genlockcd video 
on the Amiga desktop. With options for RGB, composite, 
SVHS, Betacam and M-II compatible inputs & outputs 
as well as a 24-bit, 16.7 million color frarac-huffcr and 
real-time framegrabber/digitizer, this is the Amiga 
genlock ever>' professional needs. Powerful included 
software completes this picture as the Ultimate Genlock. 

CIRCLE 334 ON READER SERVICE CARD 



G-Force '030 Combo™ 

GVP's classic Combo card accelerates your Amiga 2000 
to new heights! This integrated design slips into the 
processor option slot in your system and instantly pro- 
vides dramatic performance improvements. Easily add 
up 10 I61MB of fast 32-bit R.A.M. Gain expansion and 
versatility with our powerful SCSI II interface, allowing 
you to connect up to 7 devices such as hard drives, 
SyQuest removables or CD-ROM drives. 
Feel the power of G-Force today! 

CIPCLE 33S ON READER SERVICE CARD 




G-Force '040/33 Comln " 

The classic Combo taken to the Ultimate Extreme! 

Your apphcaiions will blaze with the awesome power of a 

HMhz 68040 processor. Give that muscle some room to 

flex with room for up to 64MB of fast 32-bit RAM. Of 

course our award-winning SCSI II interface is intepated 

for maximum performance and we include the bonus of 

ioExtender capability ivith an extra parallel port and a 

buffered high-speed serial port, Hot "toast" served here! 

CIRCLE 336 ON HEADER SERVICE CARD 

4008 SCSI ir 

firing the world of SCSI within your reach with this 

easy-to-install board. Instantly gain access to thousands 

of peripherals such as hard drives, SyQuest removable 

media and CD-RO.Ms. Add up to 7 devices to your Amiga 

4000 and smile. As a leader in Amiga peripheral technolog' 

since 1988, we still maintain support for A2000 owners 

too, even providing 6MB of RA.M expansion on the card. 

Advanced surface-mount technology allows any user to 

mount a 3.5" drive directly to the card, providing for 

maximum convenience. Get the GVP SCSI difference! 

CIRCLE 337 ON READER SERVICE CARD 

ioExtender" 

Feehng trapped' Let GVP extend your horizons with 
our easy-to-use ioExtender. Contained on a single card, 
you will find an additional parallel pon, allowing you to 
connect a printer and a digitizer | such as DSS8-t| at the 
same time, No more messy, unreliable switch boxes! We 
include two, that's right, two high-speed, FIFO buffered 
serial ports. No more dropped data or bogged-do\vn com- 
puters when transferring data via modem [at speeds in 
excess of 57,600!|. Free your ports and regain performance 
on your Amiga with ioExtender! 

n..M...-Diti.- CIRCLE 33a ON READER SERVICE CARD 

PhQNePaK PhonePakVFX'"2.0 

If you are calling for VoiceMail Press I . 

[ you would like to send a Fax, Press 2, 

If you would like to have this automated, scheduled, 

time/date stamped and call you when you have new mail, 

get PhonePak VFX 2.0 today! Fully integrated, allowing 

unlimited mailboxes and private fas receiving. Send faxes 

from any program that prims. Call in remotely and 

retrieve faxes sent earlier. Plain paper or paperless tasins 

Call routing with Ccntrex/PBX support, and morel 

CIRCLE 33B ON READER SERVICE CARD 

DSS8+™ 

fQ+\ Clearly Superior! This is the quietest, 
J most professional and attractive digital 




sound sampler yet made. Assembled of high-impact clear 

polycarbonate, this is the sound sampler to own for the 

Amiga. The versatile Digital Sound Studio software 

includes a multilaccted program for sampling, editing, 

song composition, stereo sound playback as well as 

creation of .MOD format songs. 

CIRCLE 340 ON READEH SERVICE CARD 
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GREAT VALIB PSODUCTS, INC. 

657 ClARK AVENUE KING Of PRUSSIA, PA 19406 

PHONE 215'354'9495 • FAX 215«337'9922 



EGS 21/24 SpMlttitn. Pertofmaree Series 11. Imaj! FX. G-Look, IV!4, G-Farce 030 Combo, G-Force 040m ComBD, 4008 SCSI It, ioExUnder. 
PhonePak VFX. and 0SS8+ are IrademarXs ol Gieal Valley Proditls. Inc. AH other tracfeinaiks are the property of ttieir respective owners. 
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29 CanDo 

by Randy Finch 

Fincli continues this montii with 
Buttons, Sorting, Printing, and 
AmigaGuide Help as he catalogues 
his Star Tre/c video collection. 

39 Accent on Multimedia 

by R. Shamms Mortier 
Mortier focuses on branching 
storyboards. 

44 Amiga Stars at IVIedical 
Convention 

by Michael Tobin. M.D. 
An example of patient education using 
the Amiga interactively with HELM'm 
nuclear medicine. 

47 Punctuating Your 
Presentations with DCTV 

by John Steiner 

Discover how one teacher used DCTV 

to lecture on the Renaissance. 

52 CanDo VS. HELM 

by Randy Finch 

A head-to-head comparison of two 
superior authoring systems. Find out 
which comes out the winner. 

56 Aladdin 4D 

by R. Shamms Mortier 
In this session, Mortier discusses 
some fairly simple ways of altehng ani- 
mations through the use of an A4D 
Camera/Target system. 

81 CES 

While entertainment and sports stars 
dominated the consumer electronic 
industry's main event, CBM adopted a 
modest race in their push of CD". 

83 CD^= Review 

Reviews of some of the hottest new 
CD'" releases coming straight out of 
Europe. 



Digital Image Special F/X, p. 72 
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14 Scala MM300 

by R. Shamms Mortier 
Mortier believes MM300\o be "hot 
stuff" for anyone doing interactive 
media work. 

16 Invoice-It! 

by Rick Manasa 

Designed to simplify the billing 
procedures many self-employed 
and small business owners face. 

20 Aladdin 4D Tutorial 
Video Tape Set 

by Merrill Callaway 

Callaway contends that people 

who have never used Aladdin 4D 

before will find the videos difficult 

going. 




41 Online 

by Hob Hays 

A close look at Starship, the Amiga 

section of GEnie. 

63 PD Update 

by Henning Vahlenkamp 
This month; a description of AlertPatch 
2.9, which often can prevent crashes; 
MuchMore, a smooth-scrolling ASCII 
text utility; and other 
shareware/freeware titles. 

72 Digital Image Special F/X 

by William Frawtey 

Using ARexx, ADPro, and 

PageStream to process images. 






by Jeff Gamble 

The Amiga Takes the stage in the Broadway productio 
of The Who's Tommy, p.96 m 





New Products, p. 13 
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New Products, p. 10 



Combat Air Patrol, p. a& 



Prime Mover, p. 88 
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8 New Products & 
Other Neat Stuff 

by Elizabeth Harris 

This month's New Products includes 
the CEl 4000M, ClariSSA Professional 
V3.0. Edge, SAS/C Version 6.50, 
TaxBreak 1993, and CanDo2.51. 

25 cli directory 

by Keith Cameron 

Cameron concludes liis short series on 
basics of the shell by exploring com- 
mand line editing. 

27 Bug Bytes 

by John Steiner 

Problems booting with A2630 and DKB 

2632 32-bit RAiy board; a soiution to 

the DPaint IVar>6 A4000 conflict; and 

more. 

^9 ARexx 

by Merrill Callaway 

In this issue, Callaway uses 

FinalWriterXo print envelopes. 

67 Roomers 

by The Bandito 

Is there a deal in progress between 
Hewlett-Packard and Commodore? 
Will Blockbuster Video's rental of CD- 
ROMs and drives affect CD'- sales? 

86 Diversions 

This month, two games from 
Psygnosis — Combat Air Patrol and 
Prime Mover. 
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Commodore 
introduced 
the new 
CD" MPEG 
at the 
Winter '94 
Consumer 
Electronics 
Show to a 
standing- 
room-only 
audience. 
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The Toaster System Integrator. 




T-Rexx Professional is a higlily 
integrated ARexx script generation 
environment with powerful tools 
specifically designed for the NewTek 
Video Toaster. T-Rexx can also 
automate the functions of 11 other 
important products, and. because it is 
completely user configurable, you can 
add support for the products of your 
choice. 

Benefits 

Create sophisticated scripts 
without any knowledge of ARexx. 

You simply point and click. T-Rexx 
even displays your scripts in plain 
English! 

All T-Rexx tools are connected 
together creating a fully integrated 
system. You need learn only one user 
interface to master every aspect of 
T-Rexx Professional. 

You can quickly and easily manage 
large quantities of Toaster Franiestore 
images. Convert Framestores to 
and from RGB (in full color and 
fidelity) without requiring a Toaster. 

You can create your own 
ActionFX and OrganicFX to 

produce custom results for your 
demanding clients. Using T-Rexx's 
special effects processing, dozens of 
new FX can be created from a single 
source. 

You can create and modify 
Toaster projects creating exactly the 
configuration which best meets your 
needs. 

Develop scripts in a fraction of the 
time it used to take using T-Rexx's 
unique Real Time Mode. You can 

test your scripts as you write them, 
alerting you to any mistakes instantly. 

Using one consistent, easy-to- 
learn user interface, you can 
control any program that is ARexx 
compatible or any device that can 



accept commands via a serial or 
parallel port. Your entire studio, not 
just your Toaster, can be controlled by 
T-Rexx giving you more time for 
producing results instead of hunting 
for solutions. 

Includes support for the following 
products: AmiLink, Art Department 
Professional, BCD-2000A, DQ-Taco, 
MediaPhile, MorphPlus, PC-VCR, 
Personal SFC II, Personal TBC III, 
Pixel 3D, SunRize Studio 16 and 
VISCA 

T-Rexx allows you to create 
interactive or automated 
multimedia presentations by 

linking the Video Toaster to other 
hardware and software products. 
T-Rexx's ability to be synchronized to 
events from the CiPI, serial port, 
parallel port, keyboard, ARexx or 
timer means you've got the widest 
array of options available for your 
creative use. T-Rexx can even 
automate the recording of your 
finished presentation (including 
audio) onto video tape or single frame 
recorders. 

T-Rexx provides powerful batch 
processing tools which save you 
time and disk space. Process 
images as they're produced 
automatically, without having to store 
intermediate results. 




Your sci'ipt is sho\\'n in plain English on T-Rexx 
Professional's main screen. 
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Framestores can be converted lo/from RGB, 
previewed and organized using FramestoreFM^ 




T-Rexx helps you get the most of your system 
investment because an integrated system is 
greater than the sum of its parts. T-Rexx 
Professional is the Toaster System 
Integrator! 
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MorphPlus, Frameslurfi''M, IJghETV^ ShareFX, and Art [)eparlnient Professiona]; ASDG Incorporated, ARexx: ^'ishful 
Thinliing Deveiopmen! Corp.. Dcluxo Paint Electronic Arts, Brilliance: Digital Creations, Inc.. Amiga: Commodore- 
Amiga, Inc. Mdeo Toaster, Toaster. ToasrerPaiiil. and LightWave 3D: NewTek Incorporaled. Other trademarks are the 
propertj' of iheir rt"H>ective holders- TTie^ideu Toaster Logo is copmgtited by SewTek Incofporaled and is used wth 
permisson. Copjiipht 1 1903 by ASiUQ Incorpora^t'd 
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925 Stewart Street Madison, Wl 53713 
608/273-6585 

T-Rexx Professional is backed by ASDG, a 

solid company providinK innovative products and 
quality customer support since 19.%. 



\ 



\MORIALCOMNT 



Endangered Fish, Multimedia Oversight, and an Odd Job 



Jiistnftt'r thcholid.ii,s, ! axuived aphoiiL' 
call from Fred Fish oonCLM-niiig possible pi- 
r.iting of liis collection in Germany. As wo 
have noted pro\ioii_slv in AC, Fred is now 
offering his complete librarv on CD-RO\S .is 
well as floppies. While the entries in the 
collection are not copyrighted, the collection 
is, and any distribnfinn of his CD-ROM inn- 
tcrinl other than directly through Fred is 
lllegnL 

Fred had received a notice that his new 
CD-ROM disk was being sold at a price far 
below his selling price. Apparently someone 
had copied his disk on a new master and 
wore publishing CDs without his approval. 
"I will notbeabletoconlinuethecollection if 
they pirate m\' CDs." stated Fred. 

Fred started the Fred Fish collection 
duringtheFallof 1985 with the first distribu- 
tion of the .Amiga. He created the first real 



1 felt the confiniialion of the collection 
in a floppy format was essential to allow ail 
Amiga users access to this \'aluablo resource. 
AC has been a long su pporter of Fred 's acti\'i- 
ties. VVe have carried a catalog of his collec- 
tion in our pages since the third issue. In 
add ition,/\CsC!.ffD/: main tains an accurate 
composite directory with indexes of the en- 
tire collection in each issue. 

Fred's reimbursement for his time and 
effort in creating this library comes from his 
revenue on disks and the rovalties paid to 
him by organizations such as AC. Without 
these funds, there \voiild be no reason for 
Fred to continue his work other than for his 
oivn needs. The .Amiga would certainly suf- 
fer from the disappearance of his collection. 

In short. If you arebuyingaCD-ROM of 
Fred Fish softivare, be certain it is Fred's. If 
you discover someone offering the col lection 



"I will not be able to continue tine collection if 
they pirate my CDs." 

Fred Fish 



communication among developers and us- 
ers bv pro\'iding a single source for utilities, 
progra ms, graphics, and more. Fred has sta ted 
in the past that he created the collection for 
him.seif and offered copies to his friends in 
his users group. The demand became so grea t 
tha t Fred had to estabi ish a system for accept- 
ing, duplies ting, and distributing these disks 
to the .Amiga community. .*\s Fred's collec- 
tion grew more niiissive, the effort required 
to keep up with the collection also grew. 

In an attempt to make the collection 
more accessible, Fred decided to create the 
premier collection on CD. Approximately 
every hvo months, Fred releases a new CD as 
well as twenty accompan\'ing floppy disks. 
The Floppies carry the latest releases on the 
disk for an\' users who do not have access to 
a CD-ROM drive. He will continue to offer 
the f!opp\' versionsofhisdiskuntillie reaches 
disk number one thousand. .After the Fred 
Fish Disk lllOO, Fred will only release addi- 
tional software in a CD-ROM format. 

When Fred annoLinced his plans, 1 called 
him and asked if /\Ccould continue releasing 
Fred Fish disks from Fred Fisli Disk 1001 
based on his release of the CD-ROM. Fred 
agreed and, starting ivith FFl 001, AC ivill be 
the onlv official source for the creation of 
these disks. In order to maintain the integrity 
of the library, AC will copyright the disk 
collection, but not its contents. 



on CD and it is not from him, notify Fred 
immediatel)'. Fred mav be reached by writ- 
ing: 

Fi'ed Fish 

Amiga Library Services 

610 N. Alma School Road, Suite 18 

Chandler, Arizona K5224-3687 

Attention Multimedia Developers 

Please do not forget the Interactive 
Media Festival™'s Festival Award show to 
be held at the Universal Amphitheater in Los 
Angeles on June 7, ]^M4. The Festival Galler\' 
will be open to the public during Scybold's 
Digital World Conference, June 6-8, at the 
l.os Angeles Convention center. 

The Festival and awards event is being 
supported by Jonathan Seybold, who has 
been instrumental in de\eloping thedesktop 
publishing industry. 1 can only assume that 
his efforts in tlie field of multimedia will earn 
equal success. This is why it is important that 
(he Amiga and its abilities are represented. 

So\-enty-fiye indi\iduals comprise tiie 
delegation of nominators who will award 
and attempt to discover the new frontiers of 
multimedia. However, of the se\'enty-five, 
none are from the Amiga community. There 
are representati\'es from 3D0, Philips Inter- 
active Media (CD-i), Electronic Arts, 
Macromedia, Microsoft Corporation (2 
people), Spectrum HoloByte, NASA, 



Newsweek Interactive, as well as a host of 
others. Individuals have also been selected 
from colleges and uni\'ersities from as far 
away as .Milan and Tokyo. 

While some of these indi\-iduals ma\' 
ha\-e knoivledge of the Amiga and its contri- 
bution, none are directly involved in the 
Amiga market and its large contribution to 
multimedia. Unless olm' best people step for- 
\vard immediately and submit their u'ork, it 
is possible that this ground-breaking oppor- 
tunity to understand the direction and prom- 
ise of multimedia may completely dismiss 
one of multimedia's greatest contributing 
platforms. 

It has often been said that the Amiga 
created multimedia before there was a name 
for it. Unfortunately if we do not react soon, 
that legacy could be completely forgotten. 
With judging to begin in mid-January, your 
immediate attention to this problem is essen- 
tia I. 

If the judging ha.s started by the time 
you read this, why bother? It is important 
that we do not allow this opportunity to slide 
by. This is especially true since the Amiga 
appears to ha\'e been forgotten. There may 
be an opportunity to get projects judged. 1 
belie^■e the sponsors of tiiis activity \vant to 
runan unbiased contest. If u-e offer them our 
best submission.s, they should do eyer\'thing 
in their power to see that the Amiga is in- 
eluded. 

For information concerning the Festival 
and the awards, please contact: 

Interactive Media Festival 

44S Bryant St. 

San Francisco, CA 94107 

(408) 982 0400 or (S00)-573-1212 

FAX (40H)-9«2-t(403 

Whoops! 

In the February issue of Aiiinziiig Cciin- 
piiliit^, we incorrecth' listed Dan Weiss as an 
executive forCold Disk. Dan isactually vice- 
president of research and development at 
Soft-I.ogik, Ourapologies to Dan and toSoft- 
Logik for any misunderstandings this may 
have caused. We would also like to apologize 
to CSold Disk for gi\' i ng them a new cm ployee 
and now taking him away. 




Don I licks 
Managing Editor 
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Retargetable Graphics* have arrived! 

24 bit graphics for your Amiga^ 



Picasso II RTG (Retargetable Graphics) means 
Incredible New Graphics Power for your Amiga. 

Providing greater resolutions and more speed than AGA 
systems and the ability to run system friendly AGA 
software, the Picasso II is a next generation graphics 
display system. Your Amiga will be able to run all the latest 
software at resolutions up to 1280 x 1024 with 256 colors 
on screen. The Picasso II also supports custom screen 
modes with up to 16.7 million colors at resolutions as higti 
as 800x600. 

Picasso II RTG means No Waiting for Specially 
Programmed Versions of Your Favorite Software. 

The Picasso II RTG emulator is completely integrated into 
the system. Imagine being able to run the latest software 
packages like ProPage 4.1 , PageStream 2,2, Cygnus Ed 
3.5. Deluxe Music Construction Set 2.0, AmigaVision 
Professional and many others at resolutions up to 
1280x1024 and up to 256 colors. All system friendly 
Amiga software packages will be able to take advantage of 
the new screen modes offered by the Picasso II, 

Picasso II RTG means Hi-Performance. 

The Picasso II has an on-board Blitter which supports 
drawing speeds up to 30 megabytes per second. Tiie 
Picasso II Blitter has been fully integrated into the RTG 
emulator. Any program running under the RTG emulator 
will automatically take advantage of the Blitter. Off screen 
displays are moved into Picasso II display memory using 
the Blitter for super fast screen updates. 
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Village 

Tronic 



7559 Mall Road ( 
Florence, KY 40142 U.S.A. 
TEL: 606-371-9690 
FAX: 606-282-5942 



Braunslrasse 14 
D-30169 Hanover-Germany 
Tel:-)- 49/(0)51 1/13841 
FAX:+ 49/(0)511/1612606 



1280X W24 
256 color 
Workbench screen 
displayed on an 
A3000 wi!h the 
Picasso II. 



Picasso II RTG means No More 'Chip Ram Blues' 

The Picasso II RTG emulator has been designed so ttiat it 
uses no chip ram for its emulation. Only the currently 
visible display is kept in the Picasso II display memory, all 
other screens are stored in standard system memory. 
This means that all system memory can be used as 
graphics memory, A system equipped with 16 megabytes 
of ram would be like having a 16 megabyte graphics board! 

Picasso II RTG means Maximum Compatibility. 

The Picasso II RTG emulator supports Workbench 2,04, 
2.1, 3.0, and beyond. The Picasso II is compatible with 
any Zorro II or Zorro Ml equipped Amiga system, such as 
the A2000, A3000, orA4000, 

Picasso II AutoSwitch means One Monitor. 

The Picasso II comes with a built In electronic switch that 
automatically routes the proper signal to your monitor. 
When the AutoSwitch detects non-Picasso II screens, such 
as those used by games and older software, it 
automatically routes the signal directly to your monitor. 
When the AutoSwitch senses a Picasso II screen mode, it 
will automatically switch back. 

The Picasso II comes packaged with TVPaint Jr, (24 Bit 
Paint Program), and drivers for ArtDept Professional, 
ImageFx, ImageMaster, and Real 3D 2,0, 

*Re'lar«get'ab'le Gra'phics adj.: The ability to run software 
on any third party graphics board. See also: Picasso 11. 



The following names are trademarks ol Ihe indicated companies: Picasso I) RTG; Expert Services, Professional Page; Gold Disk Inc.. Pagestream; Sofl-Logik Publishing, 
Deluxe Music Construction Set; Ereclronic Arts: Amiga, AmigaVision ProfessiDnal & Workbench; Commodore Amiga, Inc.. Art Department Professional & Cygnus Ed; ASDG Inc., 
fmageFn; Great Valley Products. Inc.. (magemaster: Black Belts Sysienss. Real 3D:RealSo1t hiernaiional. TVPaini Jr.; Techsoft Images. 

Clrcte 1ie oji Reader Service card. 
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Adorage V2.0 AGA 

Adomgf($19q) isn 2-Dnnimation 
package, offering a range of 
\'ideo-effects from simple fade- 
in and fade-out to page flips and 
explosions. Selection and imple- 
mentn ti on of these effects is icon- 
driven and very easy. Adorage 
partially supports the SSA stan- 
dard which allows the playback 
of animations up to fiOfps, and is 
AGA compatible. Features in- 
clude 3-D effect groups (spirals, 
cubes, comet), user definable 
parameters for most effects, icon 
driven user interface, and more, 
S\>ecimnkih\\cvnal\on(i\U.SA.hK., 
34 Eaf,i Main SI. tt23, CImiiipaign, 
IL 61820, am 3524)061. htqiiiri/ 
#200 

AmigaLink 

AmigaLink is a real LAN net- 
work based on the Peer-To-Peer 
principle. Tile complete network 
hardware is offered in a small 
adapter for the floppy drive port. 
The net^vorking software allows 
connections betv\'een up to 20 
Amigas, with full exdiange of 
data and sharingof de\'ices. Each 
printer hooked up to the net^vork 
is accessible by all machines. In- 
stallation is straightforward. All 
that is required is to plug the 
networkadaptcr into the external 
floppy dri\'e port, hook up the 
cables and install the softivare. 
AmigaLink is compatible with 
all Amigas, A500 through A4000 
and CDTV, and a special adapter 
for CD32 is in preparation. The 
data transfer rate is 450,000bps, 
the maximum length for the ca- 
bling is 300 feet. AmigaLink uses 
RG58 coaxial cable and BNC 



connectors. SiKCtnviics Iiileritn- 
lionnt USA, /iic, 34 EnsI Main St. 
#23, ammpnigit, IL 61S20, (2l7j 
352^0061. Inijiiir-y #201 

Amiga HP Explorer 

This program, written hy the 
author of Directory Opus, is 
similar to the MS-DOS program 
of the same name. The program 
gives the user complete control 
of the default settings of their 
Hewlett Packard 4L laserprinter. 
Tiie Amiga Explorer (S39) installs 
as a Workbench commodity and 
requires Workbench 2.x or 3.x to 
operate. GSOFT Pty. Ltd.. PO Ba.x 
59, Eli^lvtli SA 5114, Australia, 
(Oil) 61-8-254-2261. Inqmn/ii202 

Arcade Pool 

Arcade Pool is an arcade-style 
pool simulator for one or more 
players. Features excellent ani- 
mation and smooth movement 
of the balls; official rules for 8 
Bail, 9 Ball, Speed Pool, etc.; a 
point scoring one-player chal- 
lenge; and plenty of options to 
change the rules to the players 
own specifications. It also fea- 
tures authentic digitised poo! 
sounds and crowd applause ef- 
fects. The ga me comes on a s i ngle 
disk and does not require any 
disk swaps. TcamlJ, Marwood 
House, Garden Street, Wakefield, 
West Ycriishire WFl IDX, (Oil) 
U-924-291867. Inqiiiri/ #203 

ARexx Reference Disk 

The .ARexx Reference Disk is 
Merrill Callaway's complete ref- 
erence manual for the ARexx 
language. All ARexx built-in in- 
structionsand functions are listed 



and described, along with all 
rexxsupport. library functions 
and all command utilities. The 
ARexx Reference Disk presents 
all instructions and functions in 
easy-to-understand and greatlv 
expanded descriptions. 

Wltitestone, 5U-A Cirard SE, 
Allniqueqiie, NM 87106, (505) 268- 
0673. inquiry #204 

CEI 4000M 

Creati\'e Equipment Interna- 
tional amiouncestheCEl 40(30M. 
The CEI 4000M is the first mul- 
timedia multiplatform personal 
workstation. The CEI 4000M is 
fully compatible with both the 
Apple Macintosh software and 
Amiga software. 
This powerful multimedia per- 
sonal workstation is built around 
an Amiga 4000. With theaddition 
of the Emplant Emulation board 
and Macintosh ROMs, the 
workstation becomes compatible 
with Macintosh software. Cre- 
ative Equipment InterniiHcuiat, 
(305) 266-2800. Inquiry #205 

CEI A4066 Ethernet 

This is a direct replacement for 
the now discontinued Commo- 
dore 2065 etheriict card. The 
A4066 Ethernet card is a SANA- 
Il-compatible high-speed 
ethemet card. Features include: 
10MB transfer rate; lOBascT, 
TliickAUland Cheapemet; hi gh- 
performance wait state host in- 
terface with 64K packet memory; 
diagnostic LED's for Link and 
Collision status; autoconfig ROM 
socket for network book appli- 
cation. Creative Equipment inter- 
national, (305) 266-2800. Inquiry 
#206 

ClariSSA V2.0 AGA 

A powerful way toplay backand 
edit 2-D and 3-D animations is 
offered by ClariSSA V2.0. 
ClariSSA (S199) automatically 
optimizes ANlMs so that they 
can be played back at speeds 
which were previously available 
only on workstations. Due to the 
proprietary SSA animation for- 
mat, ivhich uses fields rather than 
frames, mostproblcms normally 
encountered when playing back 
2-D or 3-D animations are elimi- 



nated. Features include .30% 
higher playback rate as opposed 
to other ANIM players, inte- 
grated virtual memory feature, 
cut-and-paste function, 

standalone ANIM player in- 
cluded, fully AGA compatible. 
SfKctronics International USA, Inc., 
34 East Main SI. #23, Champaign, 
IL 61820. (217) ."iSZ-OOtl. Inquiry 
#207 

ClariSSA Professional V3.0 

Based on the powerful features 
offered by ClariSSA V2.0 (S399), 
this package offers even more 
possibilities for the creation of 
impressive animations. The 
Multi-ANIIMT^layfunctionoffers 
the possibility of multiple ani- 
mations on-screen at the same 
time, totally independentof color 
palette, resolution, and screen 
size. Specia I effects such as wipes, 
can now be performed on or with 
animations without a problem. 
ClariSSA V3.0 also implements 
Highend-SSA, offering a speed 
increase for ANIM playback of 
80'' !■ over the standard SSA for- 
mat, and SSAd (super smooth 
animation from disk) offering the 
possibility to pla\' back anima- 
tions straight from hard disk. 
Another plusofferedbv ClariSSA 
Pro is that 957o of all editing 
functions available are now us- 
able through ARexx, offering 
compatibility with such products 
as ADPro. All Amiga IFF file 
formats, including HAMS and 
DCTV,are supported. Specfrofrr'cs 
International USA, Inc., 34 East 
Main SI. #2.1 CImmpnisn, IL 61 820, 
(217)352-0061. Inquiry #208 

CocoonMorph 

CocoonMorph is a new mor- 
phing program that can be used 
for dual-image morphs, single- 
image morphs, or sequential 
morphs. Morphs are easy to set 
up and complete with fast, accu- 
rate rendering. Features include 
built-in virtual memory to con- 
serve RAM; full control over the 
transition rateof each pixel using 
alpha channel images; automatic 
variable-level, transparent color 
compositing; interface displays 
source and destination images in 
color; automatic image scaling; 
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Got a Great Idea for a Program? 
Make it Real with CanDo! 
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Lets you convert your ideas into reality. 

CanDo is a software authoring system that gives you the power of a programming language, yet makes creating your 
program's interface as easy as using a paint program. Because CanDo is tailor-made for the Amiga, all of the exciting 
Graphics, Sounds, and mouse-driven Objects that are built into your computer are at your fingertips. This gives you 
everything you need to make your ideas come to life. 

CanDo Makes real programs real easy. 

Painlessly creating your interface is just the beginning. The key to making real programs is CanDo's English-like 
scripting language. Even if you're a beginner, you can slil! use CanDo's tools to write programs for you. While easy 
to learn and use, the commands are so powerful yoti can create programs which would take 10 times longer to write 
using a language such as C - even presuming you had years of programming experience. 

CanDo Is programming for the rest of us... 

Ordinary people all over the world are using CanDo to create real applications such as: databases, utilities, animated 
multimedia presentations, kiosks, training systems, and all sorts of games. CanDo enables you to explore your 
imagination and make the things you never thought you had the time or experience to do. 
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INOVATRONICS 

inferactive media 



Inovatronics, Inc. / 3499 Greenville Avenue / Suite 209B / Dallas, TX 75231 / USA / Tel: (214) 340-4991 / FAX: 1214] 340-8514 
InovQifonics, Lid. / Unil 1 1 , Er.terprise Centre / Cranborne Road / Potters Bar / Hertfordshire / EN6 3DQ / ENGLAND / Tel: +44707-662861 / FAX: +44-707-660992 
hovotronics GmbH / Im Heidkomp 1 1 / W-5000 Cologne 91 / GERMANY / Telephone +49-221-875126 / FAX +49-22 1 -8704747 

Circle 114 on Reader Service card. 
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and more. Tiev'Wayc, MSIQ 
Kirkimm Court, Suite 1, Pcra'ay, CA 
92064, (BOO) 879-0759. hujnini 
nZ09 

DeluxeMusic 

Electronic Arts announcL'd tht 
release of DeluxeMusic, the up- 
date to the DeluxeMusic Con- 
struction Set. DeluxeMusic noiv 
offers manv new dictiition fon- 
tures including multiple docu- 
ment support, hide and reveal 
project options for the easy 
mtinogement of open projects, 
macro support to autom.ite re- 
petitive tasks, and full AKex\ 
support. DeluxeMusic also pro- 
vides new playback options such 
OS a standalone Player module 
and the ability to attach any in- 
strument sample or .VllDl Chan- 
nel to an instrument name. With 
over 20 instruments included 
with multiple play stvle for each 
instrument, dynamic range from 
ppp to fff, playback speed from 
10 to 300 beats per minute and 
full four-voice sound, the 
DeluxeMusic composer has a 
wide range of options to choose 
from. Ekctrcnk Arts., 1450Vafhwn 
IsliwdBhul., San Mctlco.CA 94404, 
(son) 245-4525. Siiqiiiiy §210 

Dream Weaver 

Dream VVca\er is a computer 
adventure builder designed to 
let you quickly and easily create 
your own text and graphic ad- 
venture games. Dream Weaver 
uses drop-down menus, buttons, 
and text boxes, making it easy to 
create ad\'enture games without 
programming. Your custom- 
designed game can then be dis- 
tributed to friends using the ac- 
companying Dream Weaver 
I'laj'er program. Features include 



up to 120 rooms on 10 levels, 
point-and-click map builder, 
keyed room exits, Linlimited fixes, 
movable or \vandering objects, 
digitized sound effects, built-in 
paint program, and more. 
AtiiyCiiiin'f, P.O. Bo.T 45S, 
Ziomi'iUc, IN 46077. Uiqiiiiy #2] ] 

Edge 

Edge (S99.9S) is a powerful, easily 
configurable text editor for 
writing and editing ASCII text 
files. Edge can open on the 
W^orkbench screen, "fold" large 
sections of text out of \-iew, help 
you prevent syntax errors while 
writing ARexx and C code, and 
automatically block-indent 
paragraphs, tidge lets vou com- 
pletely redefine its menus, ke^-- 
board layout, messages, errors, 
prompts, etc. When loaded, Ed ge 
creates its own "virtual RAM 
disk," vviiich lets you find, open, 
access, and save more work faster 
than otherwise possible. 
SNOVAtrottics, 8499 Crceuvilk 
.Ave. #209B. Dalhi<, TX 75231, 
(214)340-4991. Iiiijuin/n212 
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FromePro 

MEDIA Innovations' new utility 
program provides direct sofl- 
u'are control of ASDG's ADPro 
allowing theusertobatch process 
an entire range of frames from 
one format to anotlier with a few 
mouse clicks. Simply select your 
image dra\ver from the requester 
or drag-n-drop the drawer o\'er 
to the utilities window. In con- 
junction with ADI'ro, FramePro 
will crop, size, brighten, color 
correct, and further process the 
frames while simultaneously 
writing them to RAM, storage 



devices, or even DPS's Anima- 
tion Hoard. MEDIA liiiim'nlioiia, 
644 1/2 Rkhwimd SI. .Lvidon, ON.. 
Otii., N6A 3G6, (519) 434-3210. 
liujiiin/ttZIS 

GameSmith 
Development System 

The CnmeSmith Development 
System (availableMarch or April 
'94) is a game/multimedia de- 
velopment aid consisting of 
several utilities and a highly op- 
timized linker librarv. It is a 
professional development sys- 
tem which works vv-ith the C or 
assembler development envi- 
ronment of the user's choice. It 
offers true arcade-quaiit\' sound 
and graphicsperformance, while 
providing flexibility and ease of 
use. Functions include low-level 
blitter routines, custom copper 
lists, joystick polling, vector 
routines, random ntuiiber gen- 
erator, vertical blank timer, fast 
plot routines for replacing 
RoadPixel and WritePixel, Amiga 
ROM librarian, file requester, and 
more. Bilhcml Tfchnolo^k'f, <s'(te'5 
Norlli Rnlcigli Place, Wcstiiimistcr, 
CO S0030-4316, (303) 427-9521. 
Inquiry #214 

Global Domination 
Playatasimple or advanced level 

against vour friends or against 
one of history's notable con- 
querors. Choose from Hitler, 
Napoleon, Altila the Hun, and 
more— each with their own per- 
sonality and playing style that 
affects tlieir strateg\'. 
Build up huge armies with vour 
choice of unit types, and decide 
where to site your attack force, 
Then invade! You caneitherhave 
combat resoh'ed for you b\' the 
computer, like a board game, or 
zoom down to a satellite view of 
the battlefield, and lead your 
forces to victory in person. Iiit- 
('rcfiiouf Snftimre, Inc. 222 Tkini 
St., Suite 234, Cnmhrid};c, MA 
(I2U2, (617) 225-0500. luqiniy 
#215 

ISAM 1.03 

ISAM 1.03 is a share\vare prod- 
uct gi\'ing c\en novice Amiga 
programmers the ability to eas- 
ily store and retrieve database 



records. ISAM is composed of 
two files: the data file, where the 
records are stored in the order in 
which they were recei\'ed; and 
the index file, where kev infor- 
mation from the I'ecord is stored 
in order. Each ISAM file may 
contain up to -JG fixed-length 
records, each of which may be 
from 4 bytes to 4GB in size. The 
shareware version of ISAM is 
available on BIX, CEnie, and 
CompuServeas"lSAMKB.LZH" 
or"lSAM13.LZH". After90days, 
users are required to register. For 
S25, users recei\'e the registered 
version, any necessary bug fixes, 
and info on upgrades. ISAM 1.03 
is also available from the address 
below. RetlShift Soft-Wim'. I'.O. Box 
W403. Rochc.^lcr. NY 14610-0403. 
Inquiry #216 

IVland2000 

Mand2000 is ($.34.95) a fractal 
exploration program which 
draws pictures of the Mandelbrot 
set and other fractals on vour 
A m iga a nd a I lou's vou to ex plore 
these fractals b\' zooming and 
panning towards interesting ar- 
eas. Mand2000 has an intuitive 
user interface which includes 
SLich features asa point-and-click 
animated zoom, multipie win- 
dows, online help, and even joy- 
stick control ft)r driving tftrough 
the Mandelbrot and Julia sets. 
Ci/^'(ir(s Soflwurc, 33 Uuizvrfihi 
Squiux; #199, Mniiifon. Wl 53715, 
Inquiry it217 

PliotoworX 

PhotoworX ($199) gives you the 
possibility to access Kodak"' 
Photo-CDs from your Amiga 
equipped with an XA-compat- 
ible CD-ROM drive. Access to 
photos is made incredibly easy 
with PhotoworX. Each photo is 
represented as a small slide on a 
so-called "contact sheet." Load- 
ing the actual photo is as easy as 
d ouble-cl icki ng on the appropri- 
ate slide. Features include sup- 
port for all Amiga resolutions, 
AGA screens, and a great num- 
ber of graphics boards; includes 
se\-eral image processing rou- 
tines; alkuvs saving in an v. Amiga 
IFF-compafible file formats from 
16 colors to 24-bit; prints to all 
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from your AMIGA 
DTP & Graphic 
Documents 



want quality, but it must be economical. Finally, and most important...you have to find a service 
bureau that recognizes your AMIGA file formats. Your search is over. Give us a call! 

We'll imageset your AMIGA graphic files to RC Laser Paper or Film at 2400 dpi (up to 154 Ipi) 
at a extremely competitive cost. Also available at competitive cost are quality Dupont 
ChromaCheck™ color proofs of your color separations/films. We provide a variety of pre-press 
services for the desktop publisher. 

Who are we? We are a division of PiM Publications, the publisher of Amazing Computing for the 
Commodore AMIGA. We have a staff that really knows the AMIGA as well as the rigid 
mechanical requirements of printers/publishers. We're a perfect choice for AMIGA DTP 
imagesetting/pre-press services. 

We support nearly every AMIGA graphic & DTP format as well as most Macintosh™ graphiclDTP formats. 
For specific format information, please call. 



For more information call l'800-345'3360 

[^ Just ask for the service bureau representative. 
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Amiga-compatible printers, e\'en 
color printers u-here supported. 
Spcctronics lutcnintioiinl USA. lite, 
.W Enst Mnin St, #23, Clmmpai;^u, 
IL 61820, (217) 352-0061, Inquiry 

nis 

PRO -MIX 

Phantom Development an- 
nounced the upcoming rclrase 
of PRO-MIX, the premier soft- 
ware controlled audio mixing 
board for the Amiga. The T\ew 
product pro\'ides five stereo in- 
put pairs with \'olume, halance, 
muteand stereo controls. Master 
output controls include: attenu- 
ation, bass and treble, equaliza- 
tion, loudness, mute, stereo/ 
mono mode, and tone defeat. 
Integrated audio sampler hard- 
ware allows any single channel 
or group of channels to be 
sampled concurrently. Addi- 
tional features inciude a variable 
speed multi-channel cross fader, 
8SVX sample playback, user- 
definable preset mixer configu- 
rations, and on-screen oscillo- 
scopes. An ARexx interface is 
provided. Phantom Deivlopmcnt, 
P.O. Box 572, PImilf villi; CT 06479, 
(203) 276-Sl 75. Iiiqiiinj #219 

Quarterback Version 6.0 

Quarterback 6.0 adds many new 
advanced features, including 
faster software-based compres- 
sion and the ability to schedule 
unattended backups The new 
Schcd ule Pro progra m allows the 
user to automaticaliv run any 
AmigaDOS program or ARexx 
macro program. It can also ou- 
tomaticallv dispiav reminders on 
the screen at preset times. Both 
program execution and reminder 
displays can be scheduled for 
single occurrences, or repeated 



occurrences with virtuailv un- 
iimited flexibility. In addition, 
there is support for advanced 
tape-handling features for tape 
drives which support them and 
se\eral new .^Rew macro com- 
mands have been added. Cfiilrtjl 
Coast Software, PO Box 1642S7, 
Austin. TX7S716. (512)328-6650. 
hiqiiiri/ 1^220 

Rules of Engagement 2 

In Rules of Engagement 2, you 
are the Fleet Commander of the 
Federated Worlds Armed Forces 
main task force. The war with 
the United Democratic Planets 
has escalated, and hosted alien 
spacecraft ha\-e been discovered 
in the Local Group. In charge of a 
fleet of sEarships, you must en- 
gage enemy vessels and hostile 
outposts in order to protect the 
Federated Worlds. You begin at 
the rank of Lieutenant Com- 
mander, but decoration and 
promotion are possible upon 
meeting the FWAF's objecti^-es. 
litipn'f^itmfSoftwarL'.Snc, 222 Tliini 
St., Suite 234, Civnbridge, MA 
02142, (617) 225-0500. Inqiiin/ 
#221 

SAS/C Version 6.50 

SAS Institute Inc. announces the 
release of Version 6.50 of the 
SAS/C Development System 
($395) with C++, a comprehen- 
sive development system for the 
Amiga. Version 6.50 provides 
highiy-responsi\'e options and 
capabilities for compiling, de- 
hugging, linking, and editing. 
New features and enhancements 
Include: a C++ compiler, librar- 
ies, and debugger; new 68040/ 
6S882 Instruction Schcd uler; new 
profiler; new font support in all 
utilities; improved CodeProbe 
debugger and optimizers; ex- 
panded online hypertext help; 
better support for shared librar- 
ies and devices. S4S/nsfif»ft'ii!(-., 
SASCiviipH^Dr.,Cini/,NC27513, 
(919) 677-8000. Inquiry #222 

Sequel 

Sequel (S139), new music se- 
quencing software is now ship- 
ping from Diemer Development. 
Using any MIDI instrument, it 
allows players to record and 



produce 32-track tunes, score 
accompaniment for live gigs, and 
author music for video, games, 
and presentations. A software 
engine ^vas designed from the 
ground up for the Amiga's pre- 
emptive, multitasking operating 
system. Diemer Development, 
12814 Lundiile St., Shidio City, CA 
91604-1351, (SIS) 762-0804. In- 
quiry #223 

Stardust 

Stardust (S49.95) is the ultimate 
version of the coin-op classic 
Asteroids, brought up to date 
with stunning raytraced graph- 
ics. The game includes 33 action- 
packed le\cls with intelligent 
enemies, mind-blowing sound 
effects, and six-channel stereo 
sound. There are two bonus sec- 
tions, four tunnel missions, and 
two spectacular parallax scroll- 
ing missions. Stardust is ."^miga 
L3/2.0/3.0 compatible and re- 
quires a PAL boot disk and the 
1MB Agnus chip. Bloodhoiise 
USA, 303 HuHiitiy Drive, Tiiscaln, 
IL 61953. Inquiry #224 

TaxBreal< 1993 

TaxBreak 1993 from Oxxi will 
include a manual update as well 
as the latest forms and tax sched- 
ules. SHcki ng \vith the what-you- 
see-is-what-you-get approach, 
all data entry is done directly 
into the tax forms themselves. 
Any linecan be itemized via small 
data entrv lists and the result 
then is inmiediatelv shown on 
the particular line for the form. 
All forms are linked and any 
supporting schedule or form can 
he opened bv simply double- 
clicking on the appropriate line 
item. All of the most frequently 
used forms and schedules are 
included with TaxBreak, includ- 
ing 1040 and 1040A, Tax refunds 
and any taxes due are automati- 
cally calculated with each up- 
dated entry to the tax return. 
Online IRS instructions are 
available on a per-line basis via 
the Help key. O.v.t/, Inc., P.O. Bo.x 
90309, Long Beach, CA 90809, (310) 
427-1227. inquiry #225 

Wlien Two Worlds War 

Explore and conquer hostile 



planets in this science- fiction gal- 
axy. In When Two Worlds War, 
you take control of your planet's 
state-of-the-art military worksta- 
tion. This gi\'cs vou the power to 
research neiv technologies, de- 
sign and manufacture neiv units, 
and command these craft to carry 
out your strategy. lmpre<;sioi!f 
Soft-d'are, Inc. 222 Third St., Suite 
234, Cambridge, MA 02142, (617) 
225-(k'iO(lliupiiry #226 



•Other Neat 
Stuff • 

Aladdin 4D Version 3.0 

Adspec Programming is an- 
nouncing the latest upgrade to 
its Aladdin 4D product: Version 
3.0. Aladdin4D Version 3.0(5499) 
maintains all of the capabilities 
of its predecessors while intro- 
ducing the following new fea- 
tures; lens tlaros, control splines, 
3Dsplines, and more. Paths have 
been updated to allow for scal- 
ing and rotation of objects over 
time as iveli as instancing. .Al- 
addin 4D will render directly to 
Firecracker 24, OpalVision, 
Retina, DCTV,Resolver,and any 
Amiga mode. Requires a math 
coprocessor. Call for upgrade 
prices. Adspec Programming, 467 
Arch St., P.O. Bex 13, Salem, Ohio 
44460, (216) 337-1329. Inquiry 
#227 

Amiga Smart Port Analog 
Upgrades 

IDDisdistributing Amiga Smart 
Port Analog Upgrades which 
dramatically enhance the play- 
ability and realism of games such 
asFA/lSIn terceptor, Knigh ts of 
the 5ky,Cunship2000,nnd more. 
These upgrades will dynamical! V 
correct or improve the games' 
control while in memory and will 
not alter the original game disk 
in any form. As neu' upgrades 
are completed, they will he 
placed on the IDD Bulletin Board 
System at (318) 365-2667 or you 
may call IDD to get the latest 
upgrade set a\'ailable. Tlie latest 
upgrade set wMI Icon tain a II of the 
upgrades on earlier releases. 
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Upgrade diskettes can be pur- 
chased directly form IDD by 
sundinj; a check or money order 
for $6 tn cover the cost of the 
diskette and shipping — the S6 
price is good for the continental 
U.S. onh'. A chart showing the 
known analog games and the 
statusof all Smart Port Upgrades, 
can be found on the sample dis- 
kette included. \nierAClWt 
Digiliil Dn'kcs, Inc., IDD R&D 
Center 1 600Q Hopkins St. . New Ibe- 
ria, LA 7056O, (404) 516-0248. In- 
quirii #22S 

Azure Computer News 

Azure &c and Photographic Ser- 
vices, Inc. announces the release 
of six now products; Full-color 
structured clip art - Volume 1 
Framesand Bordersand Volume 
2 Holidays; Full-color IFFimagcs 
- Volume 1 Our National Parks 
and Volume 2 Animals and 
Flowers; 8-bit IFF 8SVX sound 
files - SoLiiid Bytes Volume ]: 
Mechanical Things and Sound 
Bytes Volume 2: Sounds of Na- 
ture. 

Azure Omiputer & Plwtogrdpltic 
Services, Inc., 10002 Kirkgien Dr., 
Houston, TX 7707S-2316, (7U) 
4S1-4704. biqiiiry n229 

CanDo2.51 

CanDo 2.51 includes these im- 
portant enhancements: a 
streamlined, re-organized main 
interface panel; AGA support; 
stereo music file support, with 
full control over tempo and \'ol- 
ume; support for StarTracker, 
SoundTracker, NoiseTracker, 
ProTracker.MED, and others; 
new window editor; user-defin- 
able script editor shortcuts; lay- 
out editor tool for controlling text 
flow a round complicated shapes; 



and more. INOVAInmics, 8499 
Crct-nvith- Ave. n09B. Dallas, TX 
75231, (214) 340-4991. Inquiry 
#230 

DRC Sequential Turns One 
DRC Sequential Graphics has 
been serving the professional 
Amiga comniunit)' with its af- 
fordable and high-quality images 
for one year this January. To 
commemora te th is occasion, they 
will award a free six-month 
subscription to every fifteenth 
customer who purchases a sam- 
pler disk from January 1, 1994 to 
March 31, 1994. The selected 
customers will have their choice 
of either Digital Collage, the 
H.AM /IFF version, or 
Digital Collage, the JPEG 24-bit 
\'ersion, according to which 
version of the sampler disks they 
purchased. DRC Sequential 
Graphics, 57 East 400 North #9, 
Provo. UT 84606-2987, (801)373- 
9579. Incjiiiri/ #231 

DeluxePaint IV Keyboard 
Template 

This template, which retails for 
S9.95, contains all the 
DeluxePaint IV keyboard short- 
cuts and commands. For Lise with 
Deluxe Paint IV versions 4.1 and 
4.5AGA.Ai&PSt)ftmircSi)/i((/[)»s, 
3010 W. Wiiilon Ave., Hmmni, 
CA 94545-1126. Inqiiir]/ it232 

Fire-Safe Medic Chest 
#1710 

The Sentr\' Group announced the 
recent introduction of its Fire- 
Safe Media Chest #1710, de- 
signed to protect delicate com- 
puter software against damage 
from fire, heat, and humidity. 
The box holds up to thirty 5-1 /4 
disks and up to sixty 3-1 /2 disks. 
Cassette tapes and data car- 
tridges can also be stored. Di- 
mensions of the Media Chest are 
8-1 /4 high X 14-1/4 wide x 11-1 / 
2 deep. Vnlue-tique Inc., P.O. Bo.x 
67, Dept. FSMC, Leoiiia, Nj 07605, 
(800) 444-2135. /rn/H/Vv #233 

GVP News 

GVP announced that it is ship- 
ping an adapter kit available for 
use with their EGS-28/24 SPEC- 
TRUM graphics board and 



NEC's FC series of monitors. The 
adapter kit now available from 
GVP for S24.95 alters the output 
of the EGS-28/24 SPECTRUM 
board to make it compatible with 
the NEC FG series of monitors 
without affecting the graphic 
quality provided by EGS SPEC- 
TRUM. Cmif Vallei/ Products, 657 
Clark Aiv., King of Prussia, PA 
19406, (215)354-9495. Inquiry 
#234 

LaserCraft Unlimited 
Assumes SignEngine 

LaserCraft Unlimited has as- 
sumed the management of sales 
and support of SignEngine as of 
December 1, 1993. SignEngine is 
aliveand well, and development 
of new features and products is 
being continued. LaserCraft Uii- 
liinilCii, 33 Rex-tony Drive. 
Gcorgetoum, Ontario, Canada L7C 
IPS. Inquiry it235 

NakeD-Up Retina 
Interface 

Pre'Spect Technics introduced 
the NakeD-Up Retina Interface 
for the Amiga 500. Witli this in- 
terface, A500 users can now work 
with the Retina Interface and 24- 
bit graphics. The NakeD-Up is 
available for other A2000 cards 
for use on the A500 and AlOOO as 
long as the Amiga 2000 ca rd does 
not require the A2000's special 
CPU or video slots. Pre'Spect 
Technics, Inc., P.O.Box B 53, Rte. 
de Lotbiniere, Dorian, Quebec, 
Canada J7V 2K0, (514) 944r9696. 
Inquiry #236 

Scala Address Change 

Scala Inc. has relocated from 
Reston, VA to Herndon, VA. 
Phone and fax numbers have 
been updated. Scala Inc., 2323 
Horse Pen Rd., Suite 202,Herndon, 
VA22071,(703)713-0900,fax(703l 
713-1960. btquinjif237 

Team 17 Relocates 

Teaml7, makers of Arcade Pool 
and Assassin, have relocated 
their offices. Formerly IcKated at 
Prospect House, Borough Rd., 
Wakefield, W. Yorkshire, they 
can now be found at Marwood 
f^ouse, Garden St., Wakefield, 
W. Yorkshire. Tcaml7, Manoood 



House, Garden Street, Wakificid, 
West Yorksliire WFI IDX, (Oil) 
44-924-291867, fax (OU) 44-924- 
201849. biqniri/ 11238 

TouchUnk 

Geodesic Design proudly intro- 
duces TouchLink, an Amiga 
touch-screen system. TouchLink 
is sold with the touch panel (S.300) 
or without it (SI 50). TouchLink 
piugs into gamcport 2 and is 
compatible with all Amigas in- 
cluding the CD32 directly. 
TouchLink works with most 
Amiga software by simulating a 
mouse click at the point touched. 
The included panel comes in two 
models, gas and acrylic. The flat 
glass backed pane! has a 10.95" x 
8.2" acti\'e area that can be used 
in kiosk svstems v%'ith external 
housings. The flexible acrylic- 
backed panel has a 9.5" x 7" ac- 
tive area that can be applied di- 
rectly to 14" CRTs for standalone 
touch screen monitors. Geodesic 
Designs, Inc., P.O. Box 956068, 
Dulutli, CA30136-9502. Inquiry 
#239 

Video Design Expands 
Product Line 

Video Design Associates has ex- 
panded its product line for 1994. 
Package prices for the 
SmoothTalker system range for 
5299.95 for the ST-1 kit, which 
includes how-to videos geared 
to the serious build-it-yourself 
prompting enthusiast, to the ST- 
4, a complete tumke}' system that 
includes an in-front-of-the-lens 
prompting device, 13" color TV, 
and reconditioned Amiga Model 
500 computer, priced at S999.95. 
All packages offered by Video 
Design include SmoothTalker 
softv\'arc. For more information, 
contact Shawn McDermott at 
Video Design. Video Di'sy/J As- 
sociates, P.O. Drawer 1089, Lake 
Wortli, FL 33460-6624, Info: (407) 
586-7266. Orders: (800) 749-7266. 
Inquiry #241) 
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Scala MM300 

by R. Slwmins Mortier 




WHEN WE AMIGA USERS use the term 
multimediQ, what do we mean? To many 
of us, the term is simp!y interchangeable 
with the word Amiga itself, because the 
Amiga platform was designed from the 
ground up to accomplish multimedia 
applications, that is, the marriage of au- 
dio and video. But multimedia is also an 
industry buzz-word . having little to do with 
a specific platform. Actually, the term is a 
child of the older word hypermedia, which 
was coined by Apple in the '70s. 
Hypermedia is defined as a way of inter- 
acting with computers so that what you 
do on the screen can trigger events and 
even other hardware into action, The 
computer, then, becomesacentroicon- 
trol mechanism that can access a num- 
ber of data paths in a sequential fashion. 



Multimedia software creates hypermedia 
environments. Scala is on Amiga multi- 
media package that allows the Amiga 
user to create hypermedia and other 
levels of presentations that can be used 
for Interactive l<iosk environments, inter- 
active use in teaching/learning situotions, 
and OS sequential animated edits for 
video oppllcations. Scota MM300 is the 
latest version of this software, so let's see 
what it does and how it does it, as well as 
to see how well it lives up to its promises. 

What you need 

Scala demands as much fast RAM 
as you can afford, and the amount of fast 
RAM determines how many pages it can 
animate and display in any one book. It 
also takes advantage of your Chip RAM 




in a big way, so 2MB is a must, My tests of 
Scala MM300 were done on on Amiga 
4000 with 18MB of RAM. The actuol soft- 
ware was on an A3000T, and accessed 
with the help of ENI_AN-DFS software and 
the ASDG Rover-Net cards, Like it or not, 
Scala MM300 is dongle-protected from 
the second joyport. 

The mark of the best Amiga multime- 
dia software is proportional to what you 
can intuitiveiy accomplish after cracking 
the manual one time. If you have to look 
up everything before you do it, it's almost 
positive that you are going to become 
frustrated when if s time to put together a 
show to tope and/or a presentation for 
an impossible deadline. With one read- 
ing of the Scala manual, you should be 
able to set it aside to gother dust while 
you go about your work. The interface is 
well designed and the icons clear as to 
purpose. Most effects are accomplished 
by simple mouse-clicks including choos- 
ing effects, data and graphics retrieval, 
and saving the finished work, 

Atourof the Scala MM300 workplace 

Opening Scaia brings up a screen 
that allows you to choose whether you 
wont the first page to be a background 
or on animation, and whether you want 
to load music, sound effects, symbols, 
palettes, text (ASCII), or previously-saved 
layouts. Choosing none of these but se- 
lecting OK instead will bring up a sepa- 
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rote screen that ollows you to set up a 
screen resolution, including overscan and 
the number of colors desired. This includes 
super hi-res screens with full overscan if 
you choose. Since I was running Scala on 
an A4000, 1 stayed with a hi-res, 256-color 
overscan screen for my work. The Sym- 
bols, by the way, reference a Scale li- 
brary that is meant for interactive kiosk 
design, lil<e the multimedia displays you 
can find at all major airports where elec- 
tronic maps guide you around the termi- 
nal and beyond . Mu IH-directional arrows , 
symbolic pictographs (exit signs a nd other 
universal symbols), and a set of symbols 
dedicoted to the Scale name are con- 
tained in the library. You could design 
your own symbols, save them as brushes, 
and add them to this library. 

If you load either a background or 
just o blank screen, you will enter the 
main menu area next. This is the place 
where 90% of your interoctive animated 
display will be designed, so it requires the 
most thorough explanation. At the top of 
this men u are the various color toggles for 
either text or brushes: Front (main color of 
text), Outline (text and brush). Shadow 
(text and brush), and 3-D (a color ex- 
truded shadow for text and brush). The 
size or thickness of oil of these options is 
fully configurable for each separate text 
or graphic brush. When you work in 256 
colors, this adds up to all of the options 
you could ever desire. The 3-D option 
allows you to add shaded extrudes of 
your color choice to objects either by 
allowing the software to select the shad- 
ing options or by entering two colors on 
your own. There is a grid you can toggle 
to place text ond graphics more pre- 
cisely. 

A List screen keeps tabs of all text 
and brush additions. You can reorder the 
list interactively, which determines the 
order that items are written to the screen. 
Three separate columns show the wipe 
In/out and a numeric pause for each 
element selected. The Layout menu al- 
lows interactive resizing of shadow, 3-D, 
and other parameters. The Palette but- 
ton brings up a feature-laden polette 
area that allows notonlytheloadingand 
saving of palettes, but their manipula- 
tion, aliasing spreads, optimization, and 
color cycling control. 

The font button loads the Font drawer 
from your Font drawer poth , but does not 
allow alternate Font paths to be accessed 
at this time, This should be revised as soon 
as possible, especially for those of us that 
use some form of networking, Text justifi- 



cation and styling (bold, underline, and 
italics) are supported at the click of the 
mouse. Rectangle, oval, and line primi- 
tives are also accessible. 

Buttons 

The heart of a multimedia program Is 
how it promotes and allows interactive 
user control. This includes primarily the 
way that areas of the screen are as- 
signed OS active, so that when they are 
chosen by mouse, light pen. or another 
activating device (touch screen, etc.) 
the program responds by taking the user 



Animations 

With Scale MM300's ability to load 
and play onimotions as port of a scripted 
presentation, its use in the classroom and 
the Interactive kiosk is assured. The ani- 
mation module is known for its ability to 
play animations at speeds higher than 
any other Amiga player, and that in- 
cludes the dedicated play ers in programs 
like DPaint. The animations can be set to 
loop as many times as you desire before 
a script is activated. This opens up Scala 
as an editing sequencer for your anima- 
tions. 




to another data pathway, Buttons ini- 
tiate actions thot take you to other points 
In the script, to another screen with its 
own graphics, animations, and sounds. 
Creating the buttons themselves is as 
simple as dragging a box around any 
selected screen area and telling the but- 
ton what sequence of actions it should 
address when toggled on. The button 
area is movable ond resizable as well. 
The next steps involve setting variable 
boundaries and targets for the pages 
involved, which is accomplished by ac- 
cessing the System screen (which shows 
all poges created) and the separate 
pages themselves. Luckily, since the pro- 
cess takes a little practice to get used to, 
a tutorial is included in the manual. 



Sounds 

There is o small library of sound files 
on the Scala MM300 disk, and these ex- 
amp ies give you some idea of the ways 
that sound can be incorporated into an 
interactive presentation. Though 1 would 
suggest that you reconfigure and finalize 
your sounds in a standard Amiga sound 
editor ( ASound, SoundMaster, etc .) , there 
is a small number of controllers in Scala 
that allow some degree of editing. You 
can bring up the graphical sound wave 
and cut sections out, You can odjust the 
fades, volume, bolonce, period, and 
loops. Any 8SVX sound file can beloaded 
and worked on. If I might suggest another 
feature to be considered later, it would 
be the capacity to reverse a sound or 
selected sections. I suppose you could 
also use Scala In conjunction with your 
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insert-capable VHR to create an original 
soundtracl<. 

Conclusions 

This is hot stuff for nyone doing inter- 
active medio woric in the ciassroom, for 
kiosk applicotions, and for titles/credits in 
videogrophic applications. It olso should 
be mentioned that Scala MM300 inter- 
faces with Phillips, Sony, and Pioneer 
Laserdisk players, CDTV players, and 
onboard genlocks. You can also use Blue 
Ribbon's Baw&PjpestosynchrcnizeScalo 
scripts to music with the Scala Link mod- 
ule. A separate ANIMLab utility allows 
you to reconfigure ANIMs you previously 
stored to disk: ANIMs to frames: retorget 
colors, resolution, and overscan sizes; 
remap dithering; optimize patette. To test 
out this feature I loaded a 16-color hires 
ANIM and saved it to RAM as a 256-color 
overscan, and it worked as predicted. A 
special Shuffler icon in Scala MM300 
toggles graphics lists from text represen- 
tations to pictures, an especially helpful 
feature when addressing backgrounds 
and brushes. One feature I would like to 
see added In some future revision Is the 
ability to rotate and mirror brushes Im- 
ported to a page. This would even be a 
nice animation feature. 

Scala MM300 has a fully functional 
ARexx port, so that ARexx users can ex- 
pand the program's capabilities even 
further. A special language called Scala 
Lingua interprets the ARexx commands 
and incorporates them into the script. I 
had on occasion to edit a Lingua script in 
ED. Operotfon was simple and the results 
as expected. 

I would think that A-^OOO owners es- 
pecially will wont to investigate this soft- 
ware. Using a genlock will be necessary In 
order to get the full 256-color display to 
your video recorder. As for interactive 
designers, Scala MM3CI0 is another ad- 
vancement in a package that already 
has a quality reputation in the interactive 
morketplace. 



Scala MM300 

Scala, Inc. 

2323 Horse Pen Rd., Ste. 202 

Herndon.VA 22071 

(703)713-0900 

Inquiry #241 




Invoice- It! 

by Rick Mnnasa 




Invoice-It! Is another small business 
product from the minds at Legendary 
Design Technologies. This easy-to-use 
package is designed to simplify the bill- 
ing procedures many self-employed and 
small business ownersface. Invoice-ltl will 
Interface with Address-It!, onother prod- 
uct from Legendary that will create mail- 
ing labels and monage customer lists. 
You con olso save inforfr^ation In straight 
ASCII format for exporting to spread- 
sheets, databases, and word processors. 

Invoice-It! Is hard drive installable 
with the included script and is not copy 
protected. You can elect to install all 
included files or just the ones you think 
you'll need— although you will have to 
installthereq.library. You'll probably want 
to install the Rebuild index (for recovery 
of damaged data) ond Customer Con- 
verter if you use Address-It! . 

The program has the cool 2.0 look 
and supports the ASL file requester. It will 
open on a custom screen borrowing the 
Workbench size, oreither interlace or non- 
interlace mode, regardless of how the 
Workbench Is set up. invoice-It! will let you 
search for values in addition to text. If you 
preface a figure with a S (e.g., S 123.45) 
invoice-It! will search for a dollar figure. If 
you use the # symbol instead, it wiii look 
for a non-monetory numeric value (e.g., 
10%). 

Onceyou've installed Invoice- It! you 
must configure the program to match 
your local tax laws and accounting sys- 



tem. This is not a big deal and is clearly 
described in the manual. Invoice-It! is a 
Canadian product, and the multiple tax 
rates with and without compounding that 
are found north of the border are sup- 
ported. You can tell Invoice-it! to save 
each invoice automatically and to use 
RAIvl indexing. Both features wi II save time 
but have their drawbacks, When 
Autosave Invoices is selected, Invoice-ltl 
will save any Invoice you've made 
changes to without asking you. If you've 
made some changes you don't want to 
keep, but have moved on to a new in- 
voice, report, or whatever, you'll have to 
hit Revert to restore your data. RAM in- 
dexing will be most useful for those with a 
floppy-based system. Invoice-ltl creates 
a data file and an index file for each 
database. If you copy the index file to 
RAM. your floppy will have to hunt only for 
the data file. This will decrease access 
time, but will consume a bit of memory. 
You'll also have to rememberto copy the 
index file back to disk before quitting the 
progrom. Of course If the power goes, 
there goes your index file, so be careful. 
Invoice-it! creates reports based on 
your invoice data. You'll need to tell it 
when your fiscal year starts in the Config- 
ure requester. You can also select a round- 
ing-up value and an invoice number off- 
set, if you're not starting with invoice # 
000. Ail of these entries can be made to 
apply globally to all files opened in In- 
voice-It! if you create and save the con- 
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figure file before you open any invoice 
files. Otfierwise, your settings will only ap- 
ply to thse current file. This can be useful if 
you hiave more thion one company witti 
different fiscal years, tax rates, etc. In thiis 
case, eacti company would have its own 
set of defaults. 

Invoice Design 

Designing an invoice is easy and 
intuitive. Ciick in the appropriate fleid 
and enter the data. One of the nicer 
touches to Invoice-It! is the ability to save 
lists of frequently-used dota. Your can 
enter all the addressing information for 
your regular clients once in the " Bill To:»" 
gadget. Invoice-itI will pourthe appropri- 
ate no me and address into the form when 
you double click on it in the requester. 
Terms, F.O.B,, Date, Ship V!A, and Dis- 
count can all ha ve their own lists for quick 
entry of common items into an invoice. 
Other fields on a standard invoice in- 
clude a shipping address, space for a 
purchase order number, and a general 
info strip for special instructions. 

The main screen has plenty of space 
for filling in invoice particulars. There are 
50 lines availablefor individual Items, more 
than enough for most invoices. There are 
a set of buttons on the main screen that 
access requesters and control certain 
functions and features of I nvolce-lt I Click- 
ing on the " Invoice »" gadget bri ngs up 
a requester that lets you enter on invoice 
number to go to. The "Dote »" gadget 
lets you view or change the system date. 
"invoice/Quotation" is a cycle button 
thot lets you determine if the current 
record Is treated as an invoice or as a 
quotation. The differences between 
quotes and invoices are simple but signifi- 
cant. A quote will not be figured In to any 
report that Invoice-It! may generate and 
you can't apply a payment to a quote. 
Quotes have their ov/n layout format as 
well. The "Void" button toggles between 
an active and a voided record. If you 
have edited a previously-created invoice 
beyond recognition, fJevert will bring it 
back to its original state. Invoice-ltl recal- 
culates all values when you end your 
data entry by hitting Return. Sometimes, 
however, you may change some num- 
bers and then click on another gadget 



before you hit Return. Those values will 
not have been updoted. "RecalC al- 
lows you to manually recalculate all val- 
ues of an invoice before saving it. "New" 
brings up a new invoice and " Pay " brings 
up the payment requester. Most of these 
buttons are duplicated in the menus and 
have hotkey equivalents attached to 
them. 

Invoice-ltl has a cut-and-paste fea- 
ture, similar to what you would use to edit 
material in youc word processor. Double 
click on the line number to the left of the 
description and a requester pops up ask- 
ing you if you 'd like to cut, copy, or paste 
the line to a temporary buffer, or cancel 
the action completely, This could be help- 
ful if you have a lot of line items that are 
very similar, or if you wont to reorganize 
the line item layout. You ore cautioned 
not to put information on the very last iine 
of your 1 nvoice . as in voice-it! ' s paste fea- 
ture will push that line into oblivion. 



Menu Tour 

The Project menu in Invoice-it! deals 
with files, not invoices. You can create a 
new file and open, close, and compress 
files. Closing files is required before open- 
ing or creating a newfile. Invoice-lti needs 
to do some housecleaning at the end of 
a session and will almost certainly pop a 
gasket if you try and open more than one 
file at one time. I don't understand v/hy 
Invoice-ltl would let you put yourself in 
such a situation, I'd like to see the pro- 
gram retuse to open or start o new file 
without closing o current one, or, better 
yet, close the current file for you when 
you want to open another one. Com- 
pressing files will pay dividends after 
you've mode numerous changes to your 
file, fvlarking records as voided or de- 
leted doesn't remove them from the 
dotabase; it marks them as unavailable 
or invisible when you want Invoice-It! to 
perform many of its functions. " Compress " 
will actually remove voided and deleted 
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records from the databose. This will speed 
up disk access and decrease tine size of 
your file, both desirable things when your 
customer list starts to grow, especially if 
you're working from floppies. 

The Display menu lets you choose 
how you want your information orga- 
nized and displayed. You will always be in 
Normal mode, unless you're viewing a 
register, Register mode displays one in- 
voice per line, so you can see how a 
group of invoices looks at a glance, You 
can decide to display all invoices or only 
those that are unpaid. Invoice-It! will or- 
gonize your invoice information in A/R 
format, as an invoice or receipt sum- 
mary, create a detail report for invoices 
and receipts, or create a trend repoil to 
show how all of your customers have 
been ordering on o month-by-month 
basis. You can decide to view your infor- 
mation in standard or interlace mode as 
well. 

The Print menu will let you print a 
single invoice or o range of invoices. You 
con set up filters to select only those 
invoices that have not been paid or only 
those that have never been printed be- 
fore. Page Setup will bring up a requester 
that sets the global print parameters for 
printing reports. The Special menu lets 
you bring up the online calculator. This 
can be very helpful when figuring out 
things on the fly. 

Print Layouts 

All printing In Invoice-It! requires you 
to set up a page layout beforehand. 
You'll have to design an invoice, quota- 
tion , and statement layout before Invoice- 
It! will be able to print anything. Invoice- 
It! comes with sample layouts for each 
printout in three different formats: 
SSxll.lLY is for blank 8.5" x IT paper, 
85x55. ILY is for half-sheet invoice forms 



and LASER_85xl I.ILY is designed for use 
with laser printers. Load one of these forms 
into edit and customize or start your own 
from scrotch. 

The Quotation layout is identical to 
the invoice layout. This gives you the abil- 
ity to put slightly different messages on 
your quote form, yet still be able to turn it 
into an invoice easily with the Invoice/ 
Quotation toggle. The sample Statement 
layout looks different, but is created in 
the same way as the invoice/quotation 
forms and with the same tools and envi- 
ronment. Some options that ore specific 
to statement layout include Invoice # (a 
list of invoice numbers, not just the current 
invoice), each invoicesdate, terms, PO#, 
general Info, aging, totals, amounts paid 
and balances as well as the current or 
statement date, aging figures and total 
due. As with invoices and quotes, you 
con print all outstanding statements or 
just one at a time. 

Keep the Customer Satisfied 

Invoice-ltl makes it easy to enter, 
change, and manage all of your cus- 
tomer information. Once you enter the 
shipping and billing information on a cus- 
tomer, you ore presented with the Cus- 
tomer List requester. You can save all the 
information you entered here for easy, 
one-click retrieval the next time you need 
an invoice for that client. You can make 
changes to individual bills ond customers 
as well as global changes for any particu- 
lar customer. You don't have to add 
every customerto the list, but once some- 
one has been added, he cannot be 
deleted. This prevents complications if 
someone still has receivables unpaid. 

You can import a customer list di- 
rectly from Address-It! or from an ASCil 
file. You'll have to put your ASCII file into 
the order that Involce-lt! understands— 



Company, Full Name, Address, City. State. 
Code. Country. Blank fields should be 
designated with two double quotes C"). 
Once the ASCII file is created, use the 
included Convert program to bring if over 
to Invoice-It! You'il need to tell Convert 
on which options to exercise, If you use 
ProWrite, or another program that adds a 
header to the file, select "Ignore First 
Record" andConvertwilldojustthat. The 
"Ship to:" section can be left blank, have 
the same information as "Bill to:»" dupli- 
cated into it or hove the word "SAME" 
typed in the space. The last thing to do is 
to te!l Convert exactly where Involce-lt! is 
located. Select the ASCII file and Con- 
vert does the rest. 

Paid in Full 

The only thing better than a happy 
customer is a happy customer who pays 
his bills! Invoice-It! makes applying pay- 
ments to invoices a poinless process. Ci ick- 
ing on the "PAY" button at the bottom of 
the invoice in question brings up the Ap- 
ply Payment requester. Here you can 
change the invoice number, date, and 
amount paid. There ore provisions for 
applying partial payments too. You can 
apply payments to more than one in- 
voice without leaving the requester. Just 
toggle the "All/Unpaid" switch and scroll 
through the rest of your unpaid invoices, 
applying payments as you go. You can 
do this in Register mode as well, where 
you can see up to 44 records in interlace 
at once. All invoices ore kept resident in 
memory once loaded from disk. This 
makes Register mode ideal for invoice- 
paying sessions. Just click on the desired 
record with the Apply Payment requester 
open and all the pertinent information Is 
copied to the requester. Both positive 
and negative balances are accepted — 
overpayments will show as a negative 
value. 
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Reports 

Being able to organize, display , and 
print your dota in a variety of ways is 
important to keeping a grip on your busi- 
ness. Involce-lt! can generate six differ- 
ent types of reports to help you see how 
you're doing; Accounts Receivable, In- 
voice Summary, Invoice Detail, fJeceipt 
Summary, Receipt Detail, and Trend, All 
of the reports have some common ground 
when It comes to selecting, displaying, 
and printing your Information. You can 
design a report around one customer or 
all of your customers. You con also select 
a range of dates, either the current year 
to date, a user-defined range, or oil of 
your invoices. Once these parameters 
are selected, you can decide to send 
the output to the screen, a disk file or to 
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the printer, When selected, the included 
"tlnyLDT" font wili let you view the entire 
report across on your screen. 

Wish List 

As handy as Invoice-It! is, there ore 
some things I'd like to see handled differ- 
ently. Support for virtual screens would 
make designing invoices o bit easier , There 
should be a way to create a default 
monetary notation, The screen displays a 
"S" outomatically. but doesn't print it. 
Invoice-It! seems geared towards a com- 
pany selling products— it's not really opti- 
mized for the service industry. I charge by 
the hour for many services. There is no 
provision for tabulating and displaying 
that infofmotion. I'd like to be able to 
change the QTY field to read HOURS and 
the UNIT field to read RATE without having 
to resort to my hex editor. 

Invoice-It! could use an Undo but- 
ton, especially in the layout creation 
pages, li would be nice if there was a way 
to moke "Place" the default mode in the 
layout screens. 

I'd like to see Invoice-It! provide the 
option ot printing out the heodings and 
columns displayed in the layout pages in 
addition to the raw data. If you use a 
standard pre-pnnted form, oil you need is 



the invoice information, but if you use 
plain paper for your billings, it would be 
nice to hove some kind of headings, 
boxes, and graphics to make the final 
output easier to read. There's no way to 
know what all the data is supposed to 
mean without titles like "Subtotal" and 
"Balance" printed next to the dollar fig- 
ures. I always include a project number 
and client number in addition to the in- 
voice number. With Invoice-It!, I use the 
PO= ond General Info fields for this infor- 
mation. Without a heading, these are just 
twostrangenumbersonthecenterofthe 
page. 

You may find yourself entering old 
invoices out ot order from your previous 
bookkeeping system. I know I'd like to 
convert and keep all my records in one 
program if I could do it simply. Invoice-It! 
makes this tough to do by insisting that 
the next invoice you enter have the next 
invoice number sequentially. There isn't a 
provision for importing pre-existing invoice 
files created in Superbase. B. E.S. T. or what- 
ever. You'll have to use a different field, 
like generol info, for previously-created 
invoices or maybe reconfigure Invoice-ltl 
for every out-of-order invoice number. 



The Grand Total 

Invoice-It! generally delivers on its 
promise of easy invoice creation and 
printing. The Items that made my wishlist 
may be too for afield from the avowed 
purpose of a simple . easy-to-use program. 
Legendar/ plans to introduce a Pro or 
Plus version for all of its products. Regard- 
less, I'll probably start using Invoice-It! at 
the start of the year because it's so darn 
convenient and to the point. I'm tired of 
wrestling my database, word processor, 
spreadsheet, ond page-layout program 
into performing such a simple task. For 
ease-of-use and no-nonsense billings and 
statements, it's owfully tough to beat In- 
voice- It! 
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Aladdin 4D Tutorial Video Tape Set 

by Merrill Callaway ^ 



The Product 

The Aladdin 4D Tutorial Video Set 
\ includes two, 2-hour videos for a list price 
of S59.95. This set of video tutorials devel- 
oped by ttie programmers of Aladdin 4D 
is intended to be the next best thing to an 
in-person tutor. It is meant to reduce the 
pain and suffering that goes along with 
learning to use any full-featured, power- 
ful graphics program— particularly if that 
program is3-D. Most experienced Aladdin 
4D users agree that the program could 
use a better manual. The gold is there, 
but it's burled throughout the text. There 
are eight projects in all, covering mony 
examples of features as they are actually 
used. 

Volumes 

On Volume One, the Flying Logo 
demonstrates word extrusion, flying and 
rotating animation, texture mapping , and 
; moving a background, Snowstorm dem- 
onstrates f otoscoping ond panning back- 
grounds in three levels. Child's Mobile 
animation teaches the trace mode and 
hierarchical linking of paths. Sun & Planet 
I exhibits Aladdin 4D's multiple gases fea- 
I ture. 

; Volume Two continues the space 

i theme with a Space Scene, where you 

build a space ship, learn about bump 

maps and more gases: and where you 

create multiple-attribute list members. Bail 

Bounce is a puzzle environment you build 

! from blocks, and then animate a hellx- 

- wrapped ball chased through the maze 

by the camera. Insect Waves is a 3-D 

Insect flying down to a stone-walled pool 

of water where it bounces on the water, 

^ making waves. The effects are created 

I with opacity mapping and wave sources. 

j Finally, DaVinci Dance flies a camera 

5 around a bitmap. Positioning is featured. 



Tricks and Tips 

intermediate users of Aladdin will 
appreciate some of the tricks and tips 
demonstrated as the projects unfold. 
People who have never used Aladdin 4D 
before will find the videos difficult going. 



however. A beginner will be forced to 
search for many obvious things— things 
obvious to the progrommer but not to a 
beginner, and they ore frequently hard 
to find in the manual, The videos, like the 
manual, were done by people a little too 
close to the subject, resulting in important 
omissions of obvious things and a rather 
random orgonization of the material . The 
videos do little to ease the initial learning 
curve. Beyond the beginner phase, they 
do a better Job of accelerating the learn- 
ing progress. 

Can these vldeosteach someone to 
use Aladdin 4D? Yes, provided one is 
prepared to persevere and spend the 
time. Seeing an expert actually doing 
projects in Aloddin 4D may be the best 
way to learn it. Teaching by hands-on 
example is one of the most effective 
ways to impart knowledge or skill, and 
video is a popular medium for teaching 
visually demanding subjects. There are 
some annoying difficulties one should be 
aware of before proceeding, however. 

Tutorial Videos vs. Manual 

Video is an excellent medium for 
portraying things such as exercise regi- 
mens, and anything else not requiring 
one to read too much fine screen detail 
in orderto understand. This is not the case 
with these tapes. Computer screens in hi- 
res flicker wildly on TV. especially when 
there ore close parallel lines of contrast- 
ing color, as one finds In every Aladdin 
gadget, Aiaddin 4D's interface is simply 
not photogenic on TV! Not only do the 
screens flicker, but there is importont in- 
formation in red which bleeds horribly in 
video. The worst headache is caused by 
the myriad of small white numbers on a 
gray background, which you must try to 
memorize before the author quits the 
screen. They are very difficult to see while 
the tope is play ing . They a re impossible to 
read in freeze-frame mode on any con- 
sumer VCR. One mostly depends on 
Greg's voice for the value of the num- 
bers. Anyone interested in actually fol- 
lowing along, will be rewinding a lot. At 



first try, beginners can expect to spend 
several hours per half hour of tape if they 
follov/ along. The videos score very high 
on content, but the rapid presentation, 
the impossibie-to-read screens, and the 
poor quality of the script all detract, Aiad- 
din 4D is great fun to use, it is unfortunate 
that the videos are not. 

Presentation 

After a short In-person Introduction 
by Devon Graham and Greg Gorby , Greg 
starts the tutorials, which remain inside 
Aladdin 4D screens. Teaching quality Is 
very good except that Greg goes too 
fast an d forgets to say everyth ing that h e 
is doing. He particularly forgets to call out 
some crucial keypresses that you can't 
see on the screen. He frequently assumes 
people know more than they do. There 
are too many times that important infor- 
mation is out of sequence, Confusion 
could have oftentimes been eliminated 
by some well-chosen words repeated a 
fewtimes in the sound tract<. Experienced 
users who know their way around Aladdin 
4D will not have as much trouble, but 
then why would they need these tapes? 
Even though these tapes suffer in their 
presentation, content is excellent. Each 
example introduces more concepts to 
be integrated into the final effects. The 
first project, a flying logo is essential to 
video work of all kinds. 

Wish List 

Since every aspect of Aladdin 4D 
involves filling in numbers in complex re- 
questers, it would have been refreshing 
to have had reference notes for each 
tutorial window showing the appropriate 
numbers printed on paper in a booklet. 
Then it would be a simple matter of stop- 
ping the tape, looking up and entering 
the numbers in the printed sheet, and 
resuming the tape. Printed material would 
have conveyed the complex numeric 
informotion better then the poor quality 
of NTSC for portraying certain screens. 
Adding printed notes would not require 
reshooting the tape. 

More talking about the numbers — 
speaking slowly, and repeating them 
more than twice — would have been very 
helpful, particularly because a lot is go- 
ing on with the keyboard. 



20 Amazing Computing 



R E V I E n s 



There's really no reason to exclude 
beginners from any tutorial work. A slow 
start progressing to more advanced 
stages soon after would not intimidate 
beginners. Ten minutes of really basic 
stuff about 3-D space, how the progrom 
Is organized into paths and objects, how 
to select and move objects, a little more 
on how to rotate using the l<eyboafd, 
how rendering wraps pictures on to wire 
frames, and so on, would have been a 
more acceptable start, particularly since 
this interface is so complex. 

Conclusions 

Overall, these videos have a place 
In teaching people to use a complex 
program. The technical flaws in the video 
medium itself and the shortcomings of 
the presentation will insure that it's not 
exactly couch potato time for serious 
students of Aladdin 4D. Watching each 
project all the way through before trying 
to follow along might help if you have a 
good memory, or take notes, but these 
videos are nothing near as comfortable 
to use as a well written monuoi. These 
videos will help people learn Aladdin 4D 
provided they make the effort to work 
along. These videos are by no means an 
escape from learning the manual; rather, 
they enrich your knowledge of Aladdin 
4D by presenting you with useful hands- 
on examples. 
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HyperCache Professional 
vs. DynamiCache 



by Mnrk Rickmi 



r 



Despite the fact that computer stor- 
age devices hove evolved at an astound- 
ing rate, there are Kvo focets of this tech- 
nology which invariably fail to meet the 
expectations of most users. Whether you 
are involved in desktop video produc- 
tion, software development, or personal 
productivity, at some point in time you 
have likely come to the conclusion that 
there is no such thing as too big or too 
fast. In order to accommodate the in- 
creasing demands of efficient file access 
and data transfer rates, one is typicaliy 
confronted with two options; to invest in a 
more sophisticated storage device, or to 
make more optimal use of an existing 
form of media. 

While the former route is by far the 
most effective, the cost of upgrading 
hardware is often quite prohibitive. For 
those of us with more modest resources 
at our disposal. Advanced Systems and 
Software and Silicon Prairie Software have 
responded with software-based device 
accelerators which are designed to put 
your hard drives, floppies and CD-ROMs 
through a rigorous wait-loss program. As 
their names attest, D/nam/Cache(S39.99) 
and HyperCache Professional (S49.99) 
are intelligent disk-caching utilities which 
claim to increase device performance 
by as much as 2200%, 

Disk Caching in Theory and Practice 

The underlying strategy behind the 
development of disk caches is quite 
simple. It is a well-established fact that 
data retrieval is a redundant process. 
Each time we access an image, text file 
or spreadsheet, there is a strong likeli- 
hood that we are manipulating data 
which has been encountered several 
times before. Disk caching software at- 
tempts to reduce the number of times 
applications access a physical storage 
device by transferring frequently-used 
dota into system memory (RAM). When 
the system issues a request to retrieve 
data from a secondary source, the disk 
cache first determines if this data has 
been previously retrieved and stored in 
memory, if the information in question 
has been transferred before, it will likely 
be found in RAM. Because RAM is ac- 



cessed electronically rather than me- 
chanically, application response times 
moy be improved by an order of magni- 
tude when advanced caching tech- 
niques ore employed. For many, the 
tradeoff between available memory and 
increased performance is a welcome 
one. 

HyperCache Professional 

Of the two packages, HyperCache 
Professional has gained wide accep- 
tance as a reputable standby that ap- 
peals to both professionals and casual 
users as an inexpensive meons of Improv- 
ing system performance, Bosed on an N- 
way associative look-ahead caching al- 
gorithm, HyperCache adopts technol- 
ogy commonly used in mini and main- 
frame computers for cache presentation 
and arbitration, Combined with its intelli- 
gent prefetch technique, HyperCache 
is able to read data from a device before 
an application actually requests it. While 
this level of sophistication may sound a 
bit overwhelming, HyperCache can be 
used quite comfortably on ony Amiga 
with a minimum of 51 2K of RAM and 
version 1.2 or greater of the operating 
system. 

Instolling HyperCoche is a straight- 
forward process which is well-docu- 
mented in the accompanying user guide, 
Onceyou have determined whether the 
standard or optimized version of the soft- 
ware IS most oppropriate for your system , 
you simply copy the two required files 
from the distribution disks to a suitable 
destination. The program may then be 
used by invoking it directly from the CLl or 
by placing the required command line 
options in your startup-sequence. As an 
example, if you wish to run HyperCoche 
on your DHO: drive with the default 51 2K 
cache size, you would type in the follow- 
ing: 

HyperCache -v DHO 

In addition to the volume name of the 
AmigaDOS device you wish to use, op- 
tional porameters may be specified to 
represent the values for the cache size 
and geometry. The number of sets. 



March 1994 21 



R £ \ I nv s 



omount of prefetchand number of cache 
lines to be used may all be set according 
to the performance demands of the ac- 
tual system. While the program itself au- 
tomatically colcutates optimal settings 
by default, power- users who are inclined 
to experiment ore encouraged to dis- 
cover which values best suit their own 
porticular needs. To assist in deciding 
which cache configuration will provide 
the best resuit, HyperCache will report 
performancestatistics either for individual 
devices or oil those with active caches. 

DynamiCache 

As a reiative newcomerto the world 
of Amigo performance enhancement 
utilities, DynamiCache has entered the 
market with inspiring cloims about its high 
levels of performance, configurability and 
ease of use. Similar to HyperCache in the 
caching strategy that it employs. 
DynamiCache uses a set-associative, line- 
oriented caching system which imple- 
ments a least-recently-used (LRU) re- 
placement aigorithm, Beyond this, how- 
ever, the two packages take fundamen- 
tally different approaches when it comes 
to customization and use, While the au- 
thors of HyperCache have found that the 
more traditional method of command 
line execution is suited to a program of its 
nature. DynamiCache provides a graphi- 
cal interface that is font sensitive and 
closely adheres to Commodore's2.0Style 



Guide suggestions. This setup proves to 
be particularly intuitive as you discover 
the extent to which the program may be 
configured. 

Requiring a minimum of 2MB of RAM 
and revision 2.04 of the operating system, 
DynamiCache moy be installed by sim- 
ply dragging the program icon from the 
distribution disk to the WBStartup drawer 
or any other suitable destination. Once 
this process has been completed, the 
main configuration window may be acti- 
vated by double-clicking on the progrom 
icon. Because DynamiCache automati- 
cally recognizes cachable devices, it is 
simply a matter of selecting the device 
from a scroliing list in order to set its pa- 
rameters. And while HyperCache requires 
the user to run multiple instances of the 
program for more than one device, 
DynamiCache has provisions for dynami- 
cally caching an unlimited number of 
devices at the same time. With 
DynamiCache, caching of individuol 
hard drive partitions may also be en- 
abled or disabied independently, a fea- 
ture which will prove to be particularly 
convenient for those users with unique 
system setups. 

Gadgets within the DynamiCache 
interface allow the user to set such values 
as the minimum ond maximum cache 
sizes, the scheme used for purging cache 
data, the device type (Hard Drive. Floppy 
Drive or Removable Medio), the read- 
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ahead sector size, and enabling or dis- 
abling device write-thru caching, Write- 
thru caching copies data into cache 
memory whiie it is being written to disk. 
While this process leads to slower initial 
writes to the cached device, it signifi- 
cantly speeds up subsequent accesses. 
All of these parameters moy be altered 
at any point in time, and performance 
may be monitored through the separate 
DynamiCache status window. This statis- 
tical display provides information con- 
cerning the amount of memory used, 
device caching parameters, the number 
of device accesses, the numberofcache 
hits, and the hit ratio. The last two values 
ore particularly important because they 
indicate how nnany times the data being 
accessed was already in cache memory, 
and the percentage of cache hits relo- 
five to total device access attempts. 

The Worth of Cache 

As with all applications which claim 
to provide a significant performance 
enhancement, the most effective means 
of determining whether a particular pro- 
gram will be useful in your own working 
environment is experimentation. Always 
keep in mind that benchmarks are a 
distant second behind hands-on evalua- 
tion, especially since they often indicate 
ideal rather than real-world resuits. Other 
foctors which should be token into con- 
sideration include the hardware configu- 
ration and types of appli- 
cotions which will be used 
most frequently. As I 
quickly discovered , it is not 
surprising that o peppy 
2.5' IDE drive in an stock 
A1200 would outperform 
its A4000 sibling when the 
4000 is equipped with a 
mid-fonge hard drive 
setup. 

took the opportunity 
to test HyperCache and 
DynamiCache on several 
platforms, including the 
A1200, A3000, and A4000 
series systems Using the 
excellent freely distribut- 
able DiskSpeed utility by 
MKSoft, I tested each sys- 
tem using identical cach- 
ing parameters in order to 
gouge how hard disk 
transfer rates would be 
altered with the addition 
of either package. Each 
system was equipped with 
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4MB or RAM, base processors and cache 
sizes set to 51 2K. Ttie A1200, A3000 and 
A40CIO systems respectively mode use of 
80MB IDE, 120MB SCSI and 240MB IDE 
Maxtor model tiord drives. An overview 
of ttiese results appears in Table 1 .0. 

Noi surprisingly, botti HyperCactie 
and DynomiCactie substantially im- 
proved ttie speed of ttie hard disks under 
various types of data manipulation. As 
indicoted in Figure 1 .0, it is not unreason- 
able to expect typical transfer rates to 
Improve by as much as 400%. And w/hile 
DynamiCache ultimately proved to be 
thie superior contender in improving hard 
drive performance, HyperCache was 
never far behind. By contrast, in the area 
of CD-ROM access rotes. HyperCache 
stood out as the clear winner — cutting 
down reverse non-existent database 
searches of 930 Fred Fish disks in KingFisher 
from 3:45.58 to 1 : 1 2.08 on a Hitachi dual- 
speed SCSI CD-ROM drive, As you con 
imagine, this speedup alone would justify 
the purchase of either package for those 
making extensive use of CD-ROM drives. 

Both HyperCache ond 

DynamiCache are excellent, lov/-cost 
packages which are well worth your at- 
tention if you are interested in improving 
the performance of your hard drives. flop- 
pies or CD-ROMs. Investing in either pro- 
grom amounts to a win-win situation, but 
based on price, performance and the 
degree of configurability, I would have to 
give DynamiCache the nod as the cur- 
rent winner. It is truly a first-class product 
and one which I believe we will be hear- 
ing more about in the future, 
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AMI.VGA Video Adapter 



by Don MaxiveU 




Are you weary of interlace flicker, 
but leery of spending big bucks for a VGA 
display enhancer? Well, cheer up, A 
clever hardware and software combina- 
tion by on enterprising English company 
may save your eyesight without breaking 
your budget. It's called the AMI.VGA, it 
produces a stable VGA signal with no 
interlace flicker, regardless of the Amiga 
display mode, it installs outside the com- 
puter. And it costs only £45 — about U.S. 
S70, Thofs around one-third the price of 
the expensive display enhoncers, (You 
canbuyaused VGA monitor for the price 
difference.). Before you get too excited, 
however, there are two limitations that 
you will want to consider. 

The AMI.VGA requires the Super 
Denise chip. On the Amiga 500, 600, and 
2000 the number of colors is limited to 
1 6 — and to 4on interlaced screens , (There 
are no color limitations on the AGA ma- 
chines,) I'll discuss these limitations in de- 
tail below. First, however, let's see how 
the AMi.VGA works. 

Installation 

Installation is as easy as 1-2-3, The 
AMLVGA unit, which is about the size of 
an audio cassette box, plugs into the 
video connector onthebackofthecom- 
puter. Plug a standard Amiga monitor 
cable into a pass-through connector on 
the back end of the AMI.VGA unit and a 
VGA cable into a 15-pin connector on 
theside,You'redone! There's no need to 
open the computer's case, so there's no 
problem with the warranty. And. of 



course, transferring AMI.VGA to another 
Amiga is a snap. 

Operation 

For AMLVGA to work, a special pro- 
gram called VGA must be run and then 
the computer must be re-booted. The 
VGA program survives warm boots, how- 
ever, so there 's no need to run it again as 
long as the power stays on. The manual 
says to boot from the AMI.VGA disk, I 
found, however, that the AMI.VGA pro- 
gram can be run at any time. Before it is 
run. the display passes through to the 
standard Amiga monitor, and the VGA 
monitor does not rece i ve a usable signal . 
As soon as the VGA program runs, ttie 
VGA monitor will display a black screen 
bearing the AMI.VGA logo and this in- 
struction: 

Place a Boot Dlafc in Drive DFOi 
and Reset Your COBipucer. Please. 

If you wish to boot from a hard drive, 
ignore that first line and just re-boot the 
computer, in a few seconds, a similar- 
looking screen will come up, this one 
asking whether you want to use the VGA 
monitor or the CGA Amiga monitor, 
("CGA" here means the standard NTSC 
or PAL monitor. It could also be an A-520 
RF Modulator for sending the display to a 
TV.) 

Press LEFT House Buttofi for VGA 
Push RIGHT House SuttOD for COA 
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If you choose CGA, the computer will 
finish booting, and the display on the 
Amiga CGA monitor will be exactly what 
you're used to. If you go for VGA, how- 
ever, the CGA monitor will be inactive 
and the Workbench screen will come 
up— steady as a rock— on the VGA moni- 
tor. Whichever mode you select, you 
should turn off the monitor that is not in 
use so that it won't try to sync to a signal 
beyond its frequency ronge, 

Each time you re-bootthe computer 
thereafter, you will be presented with the 
VGA/CGA screen. If you switch the power 
off, however, you must go through the 
complete two-boot process again. The 
manual olso does not mention that the 
VGA program can be run semi-automati- 
cally on startup. Simply copy the pro- 
gram to the boot disk or hard drive and 
addthepathandVGAtothe user-startup 
file. For example, DFO:VGA wiil work fine. 
It's stiil necessory to re-boot the com- 
puter manually, but the program falls 
through to the CGA/VGA screen without 
putting up the "restart" screen. If for some 
reason you didn't want the VGA pro- 
gram to run automatically, you could 
add this to the User-startup file: 

ASK "Do you wont to run the VGA progrM! now? y/n" 
if warn 

dCO :VS* 
endlf 

Inside Stuff 

The real ingenuity is in the software. 
In fact, the AMI.VGA hardware unit con- 
tains only the three connectors and a few 
off-the-shelf c omponents to split th e video 
signal between the VGA and CGA moni- 
tors. (The test unit was sealed shut, so 
naturally I pried it open to see what wos 
inside. The empty spaces were filled with 
hot-melt giue.) And what does the soft- 
ware do? It sets the Super Denise chip for 
the 31.5kHz VGA frequency and pro- 
duces a video signal quite similar to the 
Productivity mode disploys, de-interlac- 
ing the video signol before it ever gets to 
the video port. There are hints at what's 
going on. In the Preferences Screen Mode 
editor, for instance, you may notice that 
the monitors are listed in a different order 
from usual, More significant is that the 
monitor selected in the Overscan editor 
becomes "vga. monitor, "no matter what 
other monitor you normally use. It's im- 
possible to change this while in VGA 
mode. The resolution for "vga. monitor" is 
exactly the same as for 
"multiscan. monitor" : 640 x 480 and 680 x 
495 maximum overscan. This is true for all 
screens, interlaced or not, although the 
manufacturer. Advanced Micro Interfac- 
ing, insists that the resolution of interlaced 
screens is 640 x 960. AMI.VGA appears to 
wori< with all conventional Amiga screen 
modes. The oniy exception I found is that 



programs which specify screens or win- 
dows that lie outside the dimensions of 
the AMI.VGA display may not open. For 
example, I found that Amiga WordPerfect 
would refuse to stort when its configura- 
tion file specified a screen size wider f hon 
AMI.VGA's 680 x 495 maximum. A quick 
change of the configuration, and oil was 
well. Some other programs — mostly 
games and European demos— were 
viewable only on the CGA monitor, even 
though the VGA mode was selected 
when the program was run. 

Manual 

The ma nua I is almost painf uBy brief- 
four small pages of actual instructions 
and information— though adequate for 
most needs. Not mentioning that the VGA 
program can run automatically, how- 
ever, seems a glaring omission. I discov- 
ered the trick despite my ossu mption that 
it wouldn't work because they didn't soy 
it would. Oddly, a representative of Ad- 
vanced Micro Interfacing told me on the 
phone that AMI.VGA "will be installable 
on a hard drive by the end of Novem- 
ber. " But he didn't say that it's already a 
reolity. 

Limitations 

The low price and ease of installa- 
tion are offset to some extent by a few 
limitations of AMI.VGA. 

1. As I noted above, on the pre-AGA 
Amigas only 16 colors are available on 
non-interlaced screens and only four 
colors on interlaced screens. This means 
that hIAM and extra-half brite displays are 
unavailable for the VGA monitor on these 
machines. If a program opens a screen 
with more colors than AMI.VGA can 
handle, you will see only the first two or 
four bitplanes, depending on whether 
the screen Is interlaced, or not. The pro- 
gram will be working normally, though, 
and the AMI.VGA display will have no 
effect on the it. The number of sprites is 
also limited on pre-AGA Amigas, Four 
(including the mouse pointer) are avail- 
able withthe2.G4 ROM, butoniyonewith 
the i .3 ROM. Of course, everything works 
normally in CGA mode on these ma- 
chines. And with the AGA Amigas, 
AMI.VGA allows up to 256 colors (eight 
bitplanes). 

2. It is impossible to see both the standard 
Amiga " CGA" dispiayanda VGA display 
at the same time. To change from one to 
the other, you must re-boot the com- 
puter. I n this respect , the AMI .VGA is quite 
different from the inside-the-computer 
display enhancers, which provide a sepa- 
rate VGA signal and do not interfere with 
output to the Amiga video connector. 
Some Amigas have a monochrome com- 
positejack. and youmight think that both 



the monochrome monitor and the VGA 
monitor could work simultaneously. Not 
so; composite is composite, whether 
monochrome or color. (It is possible to 
use a display enhancer such as Flicker 
Free Video and AMI.VGA at the same 
time— though there's probably not much 
point to it.) 

3. Programs that require a plain vanilla 
68000 processor can't be run in VGA 
mode on acceleroted Amigas which use 
a software switch to temporarily disable 
the 030 or 040 processor. This is so be- 
cause the accelerator is disabled only for 
the next one reset. That reset acts like a 
cold boot— because a different proces- 
sor begins working— so the VGA progrom 
must be re-run and then the computer 
must be re-booted a second time to 
enable the VGA display mode. But that 
second re-boot switches back to the 
accelerator's processor, so VGA won't 
work and the game won't run. Fortu- 
nately, many accelerators con be dis- 
abled by flipping a physical switch. 

AM t. VG A Com pared to Other Display 
Enhancers 

How does the AMI.VGA differ from 
the expensive VGA display adapters? 
They all fit inside the computer, either in 
the video slot or beneath the Denise chip. 
They all cost more than S200. Installing 
them can be tricky and it voids the war- 
ranty. 

Using fairly complex video circuitry, 
they intercept the Amiga NTSC display 
information, convert it to the standard 
VGA signal, and send it to a separate 
jack so that a VGA monitor can display it. 
They accomplish all that with hardware 
alone, and once installed they ore essen- 
tially invisible. They won't work with all 
Amiga screen modes, however, espe- 
cially Super HiRes. The main difference, 
then, is that AMI.VGA does its job prima- 
rily with the software, not the hardware. 

Conclusion 

Despite the limitatfons, the AMI .VGA 
is an effective and reasonably-priced 
alternative to the inside-the-computer 
display enhancers. Coupled with any 
VGA monitor, it will produce a relloble, 
fticker-freedisplay. However, you will prob- 
ably want to retain your CGA Amiga 
monitor or use a TV for the few programs 
that are incompatible with it. 
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Command Line Editing 

In last month's column, we examined some features of the Shell. Specifically, 
we looked at how to cut and paste from the Shell, for example, and how to use 
the Shell's command history. To follow that up, I'd like to look at a few more 
features of the Shell. 

Let's begin by looking at editing the command line. To be quite honest, I 
must admit that editing as I'm about to demonstrate is not really practical in 
most situations. But there are times when such methods may come in handy. I 
won't bore you by discussing the commonplace forms of editing, such as using 
the backspace key or the delete key. Rather, I will concentrate on some of the 



more unusiuil .ispccls. Sny, for uxiiniple, thiit you use your 
command history to call up a previousl)' used command line, such 
ns the followinj;: 

dir df]:letters/business 

This indicntes that there is a .subdirectory called BUSINESS in a 
directory called LETTERS in drive dfl. You now decide you want 
to copy tbis directory to a location in dri\'e dfO. When you call the 
command up b\^ using the command history, your cursor will be 
at the end of the command line. You want the path to remain the 
same, but you need to change (he AmignDOS command that is 
used, as well as adding a destination, so that it will look like the 
following: 

copy dflrletters/business dfO: 

To move your cursor to the beginning of the command line 
quickly, hit the shift-left cursor combination. This will put the 
cursor on the letter "d" in DIR. You can then use the delete key to 
delete D!R and then replace it with COPY. .After this is done, you 
then need to move to the end of the line to add Dl-'O:. To do this, 
hit the shift-right cursor combination and you will be at the end of 
the line, ready to typu in the new material. 

Let's look at a similar situation, Say that you have created a 
document and, for some reason, yoi.i u'ant to copy it to sc\-eral 
different destinations. After typing in the initial command line, 
ensuing command lines will remain the same except for the 
destination, which will of course change each time. When you use 
the command history to call up the initial command line, your 
cursor will once again be at the end. To quickly delete the last 



word, you can hit the Ctrl-W combination. This will delete the 
word immediately to the left of the cursor. 

Some other editing commands you might find useful arc the 
Ctr!-X, Ch-l-K, Ctrl-Y, and Ctrl-U combinations. Ctrl-X deletes tlie 
line your cursor is in. Tliis is helpful when you've typed in a long 
command line and path and then realize you need to execute 
another command first. Rather than backspace over 20 or 30 
characters, just hit Ctrl-X. If you find yourself in the middle of a 
command Sine and want to delete from that spot to the end of the 
line, hit theCtrl-K combination. Its counterpart, the Ctrl-U 
combination, will delete everything left to the beginning of the 
line. If you find that you have made a mistake. She Shell even has 
its version of UMDO; that is, the Ctrl-Y combination. It will replace 
the characters you have deleted with the above commands. 

In addition to the editing features discussed above, there are 
some other ones vou might like to be familiar with. Howe\'er, I 
have little use for these, as they basically perform a function 
performed more easily by standard keys. Kor example, rather than 
hit the return key, you can hit the Ctrl-M comburation to achieve 
the same effect. Likewise, the backspace key is replaced by Ctrl-H, 
which also deletes the character immediately to the left. 

If you'\'e been doing a lot of work from your Shell and your 
history is loaded with \'arious commands, you may not want to 
take the time to search througii the history by using the up and 
down cursor keys. If you know the first few letters of the com- 
mand line, you can simply type these in and then hit the Ctrl-R 
combination. This will return you to the most recent occurrence of 
that command. The Shift-up cursor con-ibination will achieve the 
.same effect. Here is a possible scenario for this situation. Say that 
you get a directory listing, as \vc did at the beginning of this 
article, using this comniand line: DIR DFTLETTERS/BUSINESS. 
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Following that, you uxeciite severni other comm.inds, such <is tlio 
COI'Y, LIST, MAKHDIK, CD, and various other com ni.inds. Now 
you want to get a nvw ILsting for the BUSINESS suluiirector;-, far 
you've made some changes as a result of executing the aho\e 
mentioned commands. Rather than flip through the command 
history 20 or 30 times, you can simply type Dl R and then hit Ctrl-K 
and the command line you want will appear. Remonilier, though, 
that the most recent occurrence of the DIR command will appear. 

If you happen to execute a command that produces results 
that scroll off your screen, you may ivant to hit your space bar. 
This will stop the scrolling. I find this especially useful ivhen using 
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ilie "HTE command to examine documentation of shareware. 
When you arc ready to continue, hit the backspace key. i-"or those 
ol' you accustomed to IBMs, this is comparable to the break or 
pause key on tlic keyboard. You can e\'en close your Shell from the 
command line by typing Ctri-\. 

Now let's change course and take a look at redirection. Bv 
default setting, input to the Shcil is by way of the keyboard; that is, 
you type in commands for the computer to execute. Also by 
default, the output of the Shell is the screen, or Shell window; that 
is, you see the results of yourcomiuands occur on the screen. By 
using the redirection characters < and > you can change these 
default settings. By using the right 
angle bracket (>), you can change the 
output, while using the left angle 
bracket (<) allows you to change the 
input. 

I find this useful when writing some 
of my columns that require reprinting 
oLilpul from the DIR command. Say 
that 1 want to reproduce the listing for 
the DIR command. Tliis would, of 
course, consist of a long list of files and 
directories. Rather than type all of that 
in by hand, I can siinplv type the 
folknving: 
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DIR >COLU.MN DFO: <RETURN> 

As soon as this command line is 
executed, the drive ivill spin and the 
cursor will move down a line to a new 
prompt. The actual listing will not be 
produced on screen; remember that it 
has been redirecleil. Instead, a new file 
called "column" has been created and a 
text listing of the directory listing is 
contained ^vithi^ it. It then becomes a 
simple matter for me to somehow paste 
that in my column using my word 
processor. 

i'temember to observe proper path.s 
in using the redirection character. In 
the above model, for example, the new 
file will be created in vour root 
directory. 1 find such output redirection 
especially useful with the DIR 
command, as illustrated above, and the 
LIST command. 

This concludes this short series on 
basics of the Shell. I think that you will 
agree that AmigaDOS has come quite a 
ways since its inception. The use of 
such features as discussed this month 
and last month demonstrate how easy 
and sensible the Amiga Shell is, 
I specially when compared with other 
^>'-lemi. 
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Solution to DPaint IV and A4000 Problem 

In the November 1993 issue of Aimiziii^ Ci'mputin^, Jeanninc 
Deiibe! wrote regarding a problem with the A40tJt) and DduxcPaiiil 
IV. She hns subsequently solved the problem and thought she 
\\'Ould pass along the solution. 

After ilifciiffiiif; the finihlcni with Ci.'iiiinoi1orc, Eleclnmic Aiis, 
and imi loail Aniign deak'r, they nil agreed that it Iim1 to be a hivdimre 
jmbleiH. nml h-aiiii^e I had stieh nil earhi A4OU0, imd bceausc the pwhleiii 
was consistent (I could never Lut out a ciistoiii bruah without sfltiit^ a 
Guru im'ffage), the problem hud to be n i'ad imtlherhvrd. After wtiitiii;^ 
three iiionlhs for a new nwlherbonrd from Commodore, Ifmalhj was able 
to make the fwap (ill least Commodore didn't charge me for the board. ..it 
was -willihi the one-ucar wnnviiti/l. The new wotlicrboiird fixed the 
problem, and now I can cut out Imishcs in DPaint! ! guess a hi of the 
carhi motherboards were a bit flaki/. 

Problems witti Fixicon Program 

Jim Shaffer Jr. writes with a question about a shnrc\vare 
program called I'ixicon. 

I have rt number ofimosthi) old icauf which difplay gnriiage when 
used on a Workbench with a depth greater than two bitplanes. Sonie time 
ago I downhnded a program called Fi.xlcon -which purpcrrtcd to solve tliis 
problem. However, it claims that sonu< icons which display the problem 
hiwe no problem. And other problem icons are actually made worse! Does 
anyone liiwe another fix? 

A2630 & DKB 2632 

Lu [3eranek of Melbourne, Australia is having a problem with 
the combination of an A2A3n and a DKB 2(>.32 32-bit RAM board. 

'I'tie si/inptonis are tliat the system won 7 boot. 1 get the gray 
screens, and then tlie hard drive light comes on and stays on. and there 
the system sits. If I boot offafioppy, it's tite floppy light tiial comes on 
and stays on. DKB lias been very good about it. They have taken it back, 
works fine on their systems, exchanged it, but the problem slays at my 
end. 

I have tried the two-board combination in other A2000 systems, so I 
figure the problem is likely to be in the .A2b30 board. So far 1 haven't been 
able to find someone locally (Melbourne. Australia) lolm wants to try the 
2632 on their A26^0. 1 have upgraded the ROMS on the A2630 to the 
latest versions. 



Ml/ system Is an A2500/?n with a 6S8S2 and 4MB, 32-bit RAM, 
A2()91 SCSI controller (also with latest ROMS) with 5()MB hard drive 
and 2MB, 16-bit fast RAM, WOMB hard drive, DKB MegAChip 2MB 
Agnus, A2320 display enhancer, ECS Denise. and KS 37.175. The fast 
RAM starts the 4MB. .32-i>/f at 500200000 and the 16-bit starts at 
S06000(«) (this was added when the 2632 problem irouldn't go away). 
If vou have anv suj;gestions for I.u, send them in. 

Notes on Bars&Plpes Professional 

Mark, the technical support representative from The Blue 
Ribbon SomidVVorks, v\'rote an e-mail letter in response to the 
comments submitted by Max Yoder in AC v.S.12: 

It is untrue that saving Preferences moiiifies the bppdirsfile in the 
stipporl directory. Saving Preferences, by using the Save button in the 
Environment requester (accessed from the Prefs/Environment ineini 
option), saves the Preferences as ToolTypcs in the "Biirs&Pipes 
Professional, info " file. 

It is true that if you renanu-yonr "Bars€fPipes Professionnl.info" 
file. B&-PP will be unable to find and save the ToolTypcs correctly. 

The bppdirs file is used only to keep track of current directories for 
various files, such as Tools, Accessories, Patch Lists, etc. B&PP first 
looks in the Support directory for this file. If not found, it looks in the s: 
directory. 

As far as noUiting ipiarter notes as quarter notes, enter notes with 
the Pencil at full duration (set the Articulation to the two notes with the 
lie beneath them). They should always be noiated as ipiarter notes, unless 
they are not on a quarter note boundary, in which case they are split up. 

Most references say that splitting a quarter note is the correct 
procedure if the quarter note does not begin on a quarter note boundary. 
This is -what B&PP does. 

Janus and the Enforcer 

Mark Odell, a freqLient contributor to '■Hug Bytes," writes 
with a couple of comments regarding reader inqLiiries, In AC 1^.9. 
Mark comments on using Enforcer. 

As I understand it, the requirement of Enforcer with this software 
arises from the possibdily of someone trying to run janiis under a 6S040 
(or a 68020/030 with a 68S51 MMil). Unles-^ forcibly stopped, the '040 
will try to allocate the Bridgelioard's 64KB (XT) or USKB (AT) of 
shared meinon/ as part of '040 cache memory, toilli the result that the 
BridgeBonrd will not hoot. Running Enforcer before BindDrivers 
prevents this. 

So the problem is iwt necessarily bad code calls in the software, but 
rather that the new and improved processor defaults to doing something 
llial turns out to be harmfid. 

GigaMem Problem 

.Mark comments on a possible workaround from a question in 
"Bug Bytes" from AC S.7. 

If Mr. Laeufer knows someone who has an AI200 or A4000, he 
conid try copying fc his LIBS: directory I'l'rswir .'i7.IOof6S()40.!ibrimi, 
which comes with Workbench 3.0 (making sure that he renames his 
original 68()40dibrary first), and seeing if that helps miy. 

Possible Solution to ICD RAM Cord Problem 

Bruce R. Maltlunvs sent an e-mail letter regarding Bob 
De\ries' difficulties using his ICD ADSCI 2080 board with 
Workbench 2.1 as mentioned in AC 9.1. 

: had the same problem he describes when I upgraded from 1.3 to 
2.04. Although he is using WB 2.1, i think the problem may be the same. 
It was caused by a file contained in the ICD 20S0 install/driver disk that 
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IS hmkd onto llw sus/ivir. The tile if ncft'ssnn/ for WR J. 3, hut comptclcly 
fimh up Hie cperulitm tiiuier 2.04. After srt't'ra/ misi'riihte titn/f of 
unproductive troiiblesliootiiig over the Christmas holidays last ifear, I 
called ICD as soon as they re-opciied. The tech support gmi told iiic to 
siinphi delete the file. I did and reer\/tliiiig worked beiuilifulh/ mid has 
continued lo ti'ork flawles^h/ ever since. 

Unfortunately, Mr. Mattheu's docs not remember the specific 
filename that needs to be deleted; however a quick note to ICD 
technical support should provide the answer. 

Workbench 3.0 Bug Revisited 

In AC 8, 1 2, 1 leniiing Viihlenkjiiip noted a problem usinj; the 
VERSION comniiind on the mathieeedoubbas.librnry. Mark Odell 
of Sunnyvale, CA, comments on his attempts to duplirate the 
problem. 

; fried to duplicate on an AnOOHD/40 (with a Microbotics 4MB 
Fast RAM cxpansionj exaclht what Mr. Vnhlenknmp did, 71'illi this 
result: 



l.AniigaSheli> version libsimathieeedoubljas. iibirfiry 
machieeedoubbas. library 38.2 



No Giinif. Then I e!:ecked tlu- versions ofKickstivt and Workhenclt: 



L,AmigaSheli> vereion 

Klcltotart 39.106, workbench 39.29 



/; sounds as tiwugh there could be a problem with n dijj'erent version of 
Workbench 3.0 (and its libraries) he might have, or perhaps tliat library 

fde someliow got itself eomiptcd; or a problem with liis Imrdmire, such as 

flaki/ inemortf or lack of a math coprocessiv: 

Service Information on CDTV ROM Drives 

John Jurkowski of Wilbraham, MA, wrote a note regarding 
Jim Choate's letter in the AC S.I 1 "Bug Bytes." He comments that 
there is a service manual and that complete .'ipecifications are 
available. The manual cost is SIO, and should be available from 
SMG, Commodore's service and support organization. 

68000 CPU Clock Speed 

D. Lee Binford VN'.illers of Tucson, AZ, sent a fax j-egarding 
Mr. Rische's letter in the AC 8.1 1 "Bug Bytes" about Motorola 
MC6S000 CPUs running faster than 12MHz, 

Motorola does not tcchnicalhj manufacture a MC6SII00 that runs 
faster than UMHz, but Motorola does manufiicture the CMOS version 
of the MCbSOlM) designated the MCbSHCOOO. The MC6SHC0OO. as of 
3990, ran as fast as 16MHz and according to releases in electronic/ 
computer design trade publications. Motorola !ms plans lo release or has 
released a z>ersion that is as fast as 25IvlHi. 

Most semiconductors can be run faster than originalh/ specified In/ 
the wanufncturer although this niai/ severeh/ shorten the life of the 
product. 

More on ttie Director in AGA Mode 

Trevor McGa\in of Lower Hutt, New Zealand, writes with a 
possible solution to Robin Hoare's Director software bug in AGA 
mode. Trevor works for the Meteorological Service of N.Z., v\'here 
they use an A30UU to animate weather satellite and radar imagery. 
He spent many u-eeks writing the animation software using the 
Director v.Z Since getting an A4000, they quickly discovered their 
animation program would not ^vork. He notes one possible 
solution. 



There is another temporary fix which ice mm/ make if there is no 
upgrade in the nearfulnre. Using the program "skiek" (v3..^5) we have 
been able lo boot Ike Amiga -UiOO under Workbench 2.0, and the Director 
then -works fine, bid only from floppy —there is no access to the IDE hard 
diskis) hi the A4000 (one needs a scsi. device file lo mount the hard disk, 
and the scsi.devicefor the built-in IDE interface on the A4000 is in 
ROM, nol on disk. To gel Imrd disk access, -which we will rct}uire, we will 
have to purchase a SCSI interface card ami a SCSI hard disk. This should 
work, and tve teould then gel the increased processing power of the 
A4000's 6S040 chip. Hcwroer. we would not be able lo nmkc use of the 
enhanced graphics which the AGA chipsel and Workbench .3.0 provides 
on tl!eA4()(X). 

I hope that Mr. McCavin also made note of the workaround 
published in 'J.I "Bug Bytes." If those techniques work, they can 
save the cost of the SCSI hardware, and get online ivith the A4000 
and the Director much more quicklv. 

GVP lOExtender Software Switch Problem 

Dr. [iarh'^v Soper of Ruston, LA, writes to comment that the 
GVP lOExtender board softivare does not switch property 
behveen the A.3000 parallel port and the GVP board's parallel port. 

One musi save any change lo disk to get it to lake effect, instead of 
simply clicking on the "use" button. A number of calls and fa.ws to CVP 
finally got them lo admit that the sofnnuv is faulty but they did not seem 
very concerned about fixing it. 

Etoes anyone have any comments or v\'orkarounds? 

Beetle Mouse Comments 

Dr. Soper also v^'rites, 

If one uses a Beetle Mouse and is put off by its cheap feel, the 
weighted Amiga mouse ball -will fit in it, giving the Beetle Mouse a 
"ipiallti/" feel. 

Migraph Scanning Tray Slide Fix 

If one uses a scanning tray like the one Migraph sells ami finds that 
it is difficult to moix smoothly, a tittle automoti-oe paste ciM.v on the slides 
smooths it rii^hl out. 



That's all for this month. If you ha\'e any workarounds or bugs to 
report, or if you know of any upgrades to commercial software, 
you ma)' notify me by writing to: 

John Steiner 

c/o Amazing Computing 

Box 2140 

Fall Ri\'er, MA 02722 

,„or lea\e e-mail to 
John Steiner on Portal 
73075,1735 on CompuSer\-e 
Internet mail can be sent to 
John_Steiner@cup.portal.com 
Fax John Steiner at (701) 280-1)764 
(8:30 a.m. to 5:30 p.m. Central Time, Mondav-Fridav) 
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CanDo: _ 

An Interactive Authoring Tool 

Part 7: Buttons, Sorting, Printing, and AmigaGulde Help 



by Randy Finch 



For this installment, I decided to write a complete application 
including help via AmigaGuide, Commodore's help system. The 
CanDo deck is named StarTrek_Videos. This program allows the 
user to input information about his or her Sinv Trek video collection. 
The information can be sorted and printed. I have used the pro- 
gram to input my collection of 29 video tapes containing 174 epi- 
sodes of Star Trek and have found it to be a very useful tool. Of 
course, with a few changes, the program could be used for any type 
of video collection. 



oi Star Trek Video CoHectiftni Editing Record SSI 
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Sfar Trek: The Video Collection 

Tin.' usLM- isitLTtacL' for the CanDo deck is shown in Figure 1 and a print-out of the deck is shown 
in Listing 1 , I^lease refer to these during the discussion below. 

The interface consists of three image buttons, six text buttons, one area button, four text fields, 
and three integer fields. The position, properties, and limitations of those objects can be found in the 
Definition sections of the program listing. The text "The Video Collection" near the top of the card, 
the horizontal bar, and all the labels for the text and integer fields ivere generated in the 
Refresh Window global routine which is called from the card's AfterAtlachment script. 

Text and Integer Fields 

The text fields consist of the four inpvit fields labeled Show, Title, Year, and Description. The 
integer fields consist of the three input fields labeled lipisode #, Tape It, and Sho\v #. Since 1 have 
discussed these type of objects in previous installments, I will only discuss ivhat these fields are used 
for. 

The Show field is used for a 
three-letter code representing the 
type of Star Trek show. At this 
time, onlv three types make sense: 
ORG (Oi'igina! Shir Trek), TNG 
{Tin' Nc.v/ Ci'iiCJ(!/(ii»),and DS9 
{Divp SjHHT 9). The Year and 
Episode # fields are used to store 
the year the shoiv aired and the 
sequence within the year. (1 use 
the same year for the entire TV 
season. Thus, 1 designate all 
shows for the 19W-'M season as 
1994.) Tape # and Show # refer to 
the ntitnber given to the tape and 
the position of the show on the 



The Video Collection 



Show Hrj Title IPisaster 

Year ITWrj Episode 8 lO Tape « H 



Show tt jr| 



Desc ription 

[The crew is isolated and in distress after htttiri9 a guantun fiUnent. 



Dl Edit I ±J+J MJ ^^ I P'''"^ I Load I Save | JJ 



Figure 1, Interface for Star Trel^ Video Collection CanDo Deck 



Figure 1; The user Interface. 
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tnpe. Thf Titte and l>oscriptiim fii'lds nre sc>lf-i'xpl,inatory. Tlic 
actLicil iicimes iiSfd fur Ihesi' fields .ill Liogin with .t pt-riod. This 
alltnvs tiie infomiaiion in the fluids lo bv ciiiicklv movud to and 
from an array variable as discussed in an earlier installment (AC 
v8.11). 

You may he ivondering why the Year field is a text field 
rather than an intej^er field. Well, I had some recordings of re-nins 
nnd did not knoiv the year they were originally shown. I wanted 
to use the word "Old" in thi.s field to designate this fact. Thus, I 
made it a text field. One interesting aside: 1 had originallv made 
the Year fieid an integer field. It was only after having added 
about 50 records to the database that 1 decided to change it to a 
text field. After changing it and loading the database, I discmered 
that the year values displayeti fine in (he new text field even 
though they were originally saved as integers. 

Image Buttons 

The three image buttons are the big "Star Trek" button at the 
top of the card, and the left and right arro^v btiltons at the bottom 
of the card. The first image button uses a brush named StarTrek.br 
that I created in Drluxe Paint IV. When this button is ptished, the 
master index of the /\migaGuide help file is displayed. This will be 
discussed later. Be aware that the background color foi- an image 
button is transparent. Therefore, to press an image button, you 
must position (he pointer over the non-transparent part of the 
image. If you do not, the button ivil! not be activated. 

The arrow buttons use brushes that were included ivith 
CanDo. They are used to step forward and backward one record in 
the database when in Edit mode (see Edit/Add Rollo Button 
section heiow). 

While adding the "Star Trek" button to the deck, I discovered 
an interesting quirk of CanDo. If you select a brush file to use lor 
an image button, sivitch to your paint program, modii'v the brush, 
and re-save it, you cannot simply switch back to CanDo and select 
the same file name again. If you do, the original image is still used. 
If you select a totally different file and then revert to the originally 
chosen file, the same thing occurs. The only way you can get 
CanDo to rccogniTie the modified file sa\'ed from voiu' paint 
program is to save the deck and then re-load it. ApparentK', once a 
brush is selected for use as nn image button, CanDo buffers the file 
and it cannot be replaced with a modified brush using the same 
filename. 

The Del Button 

This text bLitlon allous you to delete the currentlv displayed 
record wheji in Hdit mode. VVhen a record is deleted using the 
DoleteArray function, all of the indexes of records after it are 
renumbered. 

Ttie Sort Button 

This text button allows you to sort the database. VVhen 
complete, the entire database will be sorted by tape nLuuber. The 
show number will be in sequence f{)r each tape number. The 
database must be sorted for the printed output to look right (sec 
The Print Button section below). 

Typicaih', the way to accomplish a double sort as described 
abo\-e is to first sort by the secondary \'ariable (Show #) and then 
to sort by the primary \ ariable (Tape #). Hcvwe^er, this only works 
if the sort algorithm used for the second sort maintains the 
ordering of the first sort. Apparentlv, the SortArray command 
does not do this, it uses an algorithm thai is faster but destroys the 
ordering of the database. Therefore, instead of using two 
SortArray commands in seqLience to accomplish the double sort, i 
used one Sort.^rray command to sort by Shov\' # and then used a 
routine 1 wrote entitled SortTapeNum to do the second sort. 
SortTapeNum uses a simple bubble sort. It is slouer than other 
algorithms, but it does maintain the order of the first .sort. On mv 
28MHz 68030 Amiga 2000, f74 records were sorted in 1 .5 minutes. 



Tile Print Button 

'1 his text button allo\vs you to print out a formatted report for 
the database on a Hewlett-l'ackard LaserJet 4 printer. It will 
probably work for other model LaserJets and compatibles. 

Following through the OnRelease event script for the Print 
button, you will see that several printer escape sequences are 
defined for formatting text and positioning the cm-sor. ;\ file is 
then opened to the PAR: device, and the lormatted output is sent 
to the printer using FileWriteChars and l-ileWriteLine commands. 
The former command sends the text uithoiit attaching a line feed 
(LF) to the end of the text while the latter does attach a line feed. 
Since I am printing directly to the parallel port rather than going 
through a printer dri\er (PR T:), a line feed does not gel conv erted 
into a carriage return / line feed (CK/l.F) combination, Therefore, 
a CR must be added to the end of any text written with a 
FileWriteLine command. The output shou'S the contents of eiglit 
video tapes on each page. This is controlled by a loop that looks 
for the variable NumTapes to become a multiple of eight. 

If you want to modify the script to work with your printer, 
you will need to replace the escape codes with those for yoiu- 
printer. If an equivalent code is not a\-ailab!e for vour printer, then 
additional code may have to be written. Anotlier way to modify 
the script is to use the standard Amiga printer escape sequences 
that are recognised by the .A.miga printer drivers. If you do thi.H, 
the file should be opened to I'KT; rather than PAR;, When you 
print to the VKV: device, the current Preferences printer driver will 
intercept all the standard codes and convert them to the equivalent 
codes for the printer. Since a LF will be con\ ertod to a CR/LF', the 
CRs must be removed from the FileWriteLine commands. 

The Load and Save Buttons 

These two text buttojis eacli bring up the standard Aniigii file 
requester allowing you to select the path and the file to load or 
save. The AskForFileNanie function is used. Notice that in each 
case the FN variable is passed to this function as the file specifica- 
tion. This variable is initially NULL but will be set equal to 
whatever path and filename is chosen. By using this file spec, the 
file requester will always display the last selected direclorv rather 
than the current directory. Fhe default filename will be the 
previously selected filename. Since the .'\skI"orFile\ame function 
returns a NULL when the Cancel button on the file requester is 
selected, the current value of FN is stored in F.Nold beftire the file 
requester is displayed and, if the Cancel button is selected, 
equated back to FN. This prevents losing the previous path and 
filename when the user cancels a load or save operation. 

The ? Button 

This text button is used to obtain help about other objects on 
the screen. It is a toggle button. This means that when the button is 
pressed it will toggle to an ON state, rentaining highlighteii. When 
it is pressed again, it will toggle to an OFF state and the highlight- 
ing will disappear. VVhen this button is ON, selecting other objects 
on the card will bring up an .AmigaCuide help file with informa- 
tion about the selected object. VVhen this button is Ol'F', selecting 
other objects causes them to operate in the normal way. This will 
be discussed more in the AmigaGuide Lielp section. 

The Edit/Add Rollo Button 

The area button in the lower left corner of the card has a rollo 
border type. A rollo border has a curving arrow on the left side of 
the button. Tliis is not a special type of button that allows vou to 
specify a list of text strings to cycle through when selected. Rather 
it is just a plain old area button with a different appearance. To 
simulate a real rollo button, one must use a script to do all the 
work. 

There are only two states that the rollo bLifton can be in: Edit 
or .'\dd. The current state of the button is stored in the variable 
Mode. This variable is set to "Edit" in the RefreshWindow global 
routine which is called when the card first appears. Also, the word 
"Edit" is printed on top of the button. When the button is pushed, 
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the OnRc'leasc event script e>;ecLitt's. Tliis script cliccks tile current 
state of ttic button via the Mtide variable. If Mode is equnl to 
"Edit," tlien it is chanj^ed to "Add," tlio word on top of the button 
is overwritten with "Add" to reflect the change, four buttons are 
disabled, the window title is changed, the Title and Description 
fields are cleared, and the Show field is activated. You are now 
readv to add new records Id the database. The DisableObject 
command is used to disable the left arrow, right arrow, Del, and 
Sort buttons. When disabled, the buttons will have a ghosted look 
to them, gi\ing \'isual feedback that they cannot be selected. 

If Mode is equal to "Add" when the rollo button is pushed, 
then the four previously disabled buttons are enabled. lIowe\-er, 
there is a probilem. The ghosted look goes away for image buttons 
but not for text buttons. This is true even though the buttons are 
actually enabled. The wav to clear the ghosted look from the 
buttons is to execute the ClearWindow command. But this creates 
another problem. All of the text and graphics that wore drawn on 
the screen after the card was attached disappear. Thus, the 
RefroshWtndow routine must be called to re-display everything 
that disappeared. This is a rather roundabout way of removing the 
ghosted look of a disabled button, hut it is the only way I could 
find to accomplish the task. 

AmigaGuide Help 

As I mentioned in the fourth installment of this series (vS.12), 
CanDo2.51 supports .AmigaGuide help files. The Askl-orHelp 
function accomplishes this task. The Star Trek Video Collection 
program makes use of a help file. It is named StarTrek.guide and is 
shown in Listing 2. 1 modeled the help file after one of the CanDo 
help files. A printout of the AmigaGuide help ivindow is shown in 
Figure 2. 

Uasically, an AmigaGuide help file is an ASCII file with 
embedded commands. There are three kinds of commands: label 
commands, node label commands, and action commands. The first 
two types of commands begin \vith the @ symbol. These com- 
mands pro^'ide .AmigaGuide with information about how text 
should appear and how the various pieces of information link 
together. Since AmigaC aiide help files are in .-XSC!! format, they 
can be created easih- with a text editor or word processor. Thi.s is 
unlike creating help files for the .MS-Windows platform where 
exotic codes have io be inserted, the file stored in Rich Text 
Format, and then compiled. 

All label and node label commands, except for textual link 
points, must have the @ svmbol in the first column of a line. The 
first line of an AmigaGuide help file must be a ©database 



li- Star. Jrek. database: Edit/ftdd Rolto Button,. 

Contents I Index | : H'^i-P; l;: fe^t"^!;^ i Brouse < | Bpousp 



Star Trek Database: Edit/fldd Rollo Button 

This button allous vou to toggle between edit node and add node 



Hhen you switch to edit node, the first record of the database is 
displayed. You May edit anv existing entries, but you cannot add neu ones 



buttons can be used to step forward and backuard through the database. 
The current record nunber is shown in the window's title bar. 

Hhen vou switch to add node, sone fields are cleared and all additional 
input is added to the dataliase. The record will be added when you press 
the RETURN key with the cursor in the Description field, The Prev, Hext, 
Cel, and Sort buttons are not functional in this node. The next record 



command. This command specifies the name of the AmigaGuide 
file. 

I do not know if the ©author, @(c), and ©SVER: commands 
serve any purpose other than to prtwide information. 1 was unable 
to find them documented anywhere. It seems obvious what the 
©wordwrap and @font label commands should do, but neither 
worked as expected. I believe these commands arc new to the 
Amigatkiide system for AmigaDOS 3.0, but 1 was not able to test it 
with that version of the operating system. 

The ©index command specifies which node in the help file 
will be displayed when the Index button is pressed at the top of 
the AmigaGuide help window. 

The rest of the StarTrek.guidc file consists of nodes. Tliese arc 
sections of text surrounded with the ©node and ©endnocie 
commands. sModes contain the actual text that will be displayed in 
a help window. Node label commands can be inside an ©node 
section. 

The first node in StarTrek.guide is Main. By defaidt, this is 
the name of the node that will be displayed when the Contents 
button at the top of the help window is pressed. This can be 
overridden within individual nodes with the @toc node label 
command. 

The only thing that appears within the nodes of 
StarTrek.guide is the text to be displayed and textual link points. 
Nohce that the first line of text in each node is the same as the 
window title as specified in the ©node label command. The reason 
for doing this is to be kind to people who want to print the 
contents of the help window. Since the window title is not printed, 
it is nice to have the window title text in the printed text so it is 
eas)' to see the subject of the help file, 

Textual link points appear in nodes StarTrek_Mastcr!ndex 
and StarTrek_Edit.Add. Tire latter demonstrates how a textual link 
point does not have to be in the first column of a line. A textual 
link point has the following syntax: 

@{clabel> <cocaiuiid>} 



Tlic <label> is the text string that appears within the button that 
AmigaGuide creates for the link point. You can sec how it appears 
in Figure 2, The <coniniand> can be any of the action ctimmands. 
The most common one is the link command. It tells AmigaGuide 
to display another node. This is the essence of hypertext. The other 
available commands allow new windows to be opened and closed, 
ARcxx macros and strings to be executed, s)'stem commands to be 
executed, and the database to be shut down. Node 
StarTrek_MasterIndex is a good example of how link points can be 
used for an index into the entire help 
file. 

1 have touched only the liigh points 
of ,AmigaGuide help files. If you 
would like more details, I recom- 
mend either DevWare's DevDisk 92 
or Fred Fish H71). They contain 
Commodore's information on 
AmigaGuide. 



Getting Star Trek Help 

The Star Trek Video Collection 
program uses a global routine for 
accessing the StarTrek.guide help 
file. This routine accepts one 



Figure 2. 



Figu 



ure 2, RmiqaGuide Help File StarTrek.guide Being Displayed 



iiqa 



X 



March 1994 



31 



(ff^&at te(m tnatee c4J0f*'£ to&ctkef^. . . 




ev-e.(^-&MH^ix^ nesds o^tke. Arnica «.p^a, to iit^inO' ht^tk tke- iest m^ot-matm, 

on time^ and in tk& eeea/^eet manne/^ Pos'S'ilfe. 

fimazin^ ComMtin^ ms aewa^ made a commitment to tie- Amim commanitu' 

andiiif-ee a^ to tmt kio^k standa/^d ok oaaiitei eack montk 

i)^ bm^in^ its f^md&f^s' tke fatest/fm/^a news and in^of-mation ^i^om Of^oand tke a,fol& 

Amazing Com^atin^, A& UClf, &: ACs ^OffD^ 

at^e tke D&et t^esouf^ces mi^ an^ Am/m aset^. 



O'^^ 



^o/<^e 



'■^60 




AfnazM CompatM (So t/ve Afnim 



"^^rrr 



' ■'■jfi 



orHuniont, tho ending of llu' nodu nnmt.'. This ending is .ippcndud 
to llio strin;; "SlniTrL'k_", which is common lo nil node names 
except for Main. Once the argument is appended, the complete 
node name is available. The AmigaGuide help filename and the 
complete node name are used as arguments for the AskForHeip 
function. 

There are sc\'cral ways you can get help while riinnini; the 
program, l-irst, you can press the Help kev while no fields are 
selected. The Key Input object named "Help" will ha\-e its OnUp 
script acti\-nted- This script calls CetHelp, asking it to display the 
master index. Second, vou can press the big "Star Trek" image 
button at the top of the screen. This will displav the master index 
as the Help kev docs. Third, you can toggle the ? button to ON and 
select a field or button. Each field has an OnClick e\ent script that 
checks to sue if the ? button is ON. If it is, an appropriate node 
within the help file is displa\'ed. Each button checks the state of 
the ? button in its OnRelease script. If the state is ON, then the 
normal function of the button is suspended and an appropriate 
node in the help file is displayed. 

There are several anomalies you should be aware of when 
using AmigaGuide help files. First, if you use the AskForHelp 
function with a non-e.xistent help file, vou ivill receive no error 
message. In fact, nothing will happen. Make sure the help filename 
is correct or put in a check for the file's existence before using 
AskEorHclp. Second, if you do not press Enter after the last 
©endnode when creating the help file, the text of that node will 
not be displayed in the help window. The title appears, but the 
text is missing. Third, when you use the Help key while browsing 
a CanDo deck, CanDo's internal help display overrides any help 
that the deck itself displavs. This does not happen when in 
SuperBrowse mode or when executing tho deck as a stand-alone 
application created by Thcbinder or TheMu!til3inder. 



Listing 1 



Listing 1. ,ScarTre1c._Videoa CanDo Deck 



* Digck "StarTrelc Videos" 

* Time 19:45:51 

* Date 11/01/93 



' Card(fl) in deck. 
' Card "ScarTrek* 



1 Card(B), 1 were printed. 



Natural arder at Cards 
Card "StarTrek" 



*' Global Roucinei(s] Ln deck. 

• Routine "GetHelp" 

■ Routine "NextRecord" 

• Routine -Refreshwindow 

• Routine "Show Record" 

■ Routine "SartTapeKua" 

• 5 Global rDutineB(a), 5 were printed. 



• Card "StarTrek" 
AfterAttachment i used to be AfterStaxtup 

SetRGB 0,72,165,170 

SenEGB 2,0,210,231 

SetRGB 3,0,54,255 

Da "HefreBbWindow" 
EndScript 
Window "UaerWindow" 

Definition 
Origin Q, D 



Size 640,200 

Title "Star Trek Video Collection" 

HumberOfColara 4,102400 

WindowColors 0,1,0 ; Detail, Block, Background 

MindowObjects CLOSEBUTTOW 

WindowFlags ACTIVATE SEPARATESCREEN TOFSOUT 
EndScript 
OnCioseButtoni 

Quit 
EndScript 
EndObject 
TextField ".Show* 
Definition 

Origin 120,85 

Size 12, B 

Justification LEFT 

MaxFieldLength 3 

InitialText "" 

Border DOUBLEBBVEL ,2,1 ,■ BorderStyle, HainPen, ExtraPen 
EndScript 
OnRelease 

SetObjectStace ".ricle'',OH 
EndScript 
Onclick 

If Object State CtJuesti on" ]-rRi;E 
Po "GetKelp'',''Show'' 

End If 
EndScript 
EndObject 
TextField ".Title" 
Definition 

Origin 268,85 

Size 290, B 

Justification LEFT 

HaxFieldLength 35 

InitialText '"' 

Border DOUBLEBEVEL ,2,1 ; BorderStyle, HainPen, ExtraPan 
EndScript 
OnRelease 

setobjeetStHte ",Ve&r'',OM 

EndScript 
Onclick 

If 0bject3tate("0ueflcion*'JnTR(JE 
Do "GetHelp", "Title" 

Endlf 
EndScript 
EndObject 
Te?:tFieid ",Year" 
Definition 

Origin 120,110 

Size 40,8 

Justification LEFT 

MaxFieldLength 4 

InitialText "" 

Border DOUBLEBEVEL ,2,1 ; BorderStyle, HainPen, ExtraPen 
EndScript 
OnRelease 

SetObjectStato ".EpiaodB-,ON 
EndScript, 
Onclick 

If ObjectStace("0ueation")=TRUB 
Do "GetHelp", "Year" 

Endlf 
EndScript 
EndOfa j ect 

IntegerField ".Episode" 
Definition 

Origiin 280,110 

Size 24, S 

Justification LEFT 

MaxFieldLength 2 

Limits 0,30 

Initiallntcger 

Border DOUflLEBEVEL ,2,1 ; BorderStyle, MainFen, ExtraPen 
EndScript 
OnRelease 

SetObjectState -. Tape Hum" , OH 
EndScript 
OflClick 

If ObjectState(*'QueBtion")-TROE 
I>o "GetHelp", "Episode" 

Endlf 
EndScript 
EndObject 

IntegerField ".TapeHum" 
Definition 

Origin 410,110 

size 32,8 

Justification LEFT 

MaxFieldLength 3 

Limits 0, 100 

Initiallnteger 

Border D0UBLEBEV3L ,2,1 3 BorderStyle, MainE'en, ExtraP'an 
EndScript 
OnRelease 

SotObjectState ".SbawHum",CiJl 
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End Script 
Onclick 
It Obje{:tState(''QueaciQii"J=TJlUE 

Do "GetHelp", TapeHim'* 
End If 
EndScript 
Endobject 

imageButton "SCarTrefcHniSh," 
DellQition 
Orifflft 90.13 

Iraace "CanDoiBruebes/StarTrek.br" 
Highlight COHPLEHEKT 
ButtOBFlags HONE 
EodScript 
OnRfl lease 

Do "GetHelp-'/'Masterlndex" 
EndScript 
EndObiect 
AreaButcon "Edit. Add" 

Definition * 

Origin 26^174 
Size 90,15 

Border SOLLO ,2,1 ; BorderStyLe, Main?en, ExtraPen 
Highlight COHPL.EHEKT 
BucionFlags NOU£ 
EndScript 
OnReleaQe 
If ObjectState ("Quescion'')=TRUE 

Do "GetHelp", -'EditAdd" 
SlBe 
EetPrintFont "nji)y",12 
SetPrintStyle SHADOW ,2,3 
SeEPen 1,0 
EetDrawHode JAM2 
It Modes-Edic" 
PrintText "Add ",63.176 
Let Mode ^ "Add" 
DisableObject 
DisableObject 
DisableObject 
DieableQbje 



"Prev" 
"Next" 
"Delete" 
"Sort" 

SetWindowTitle "Scar Trek video Collections Adding Record 
ICurlndex+1 

SetTeKt ".Title","" 
SetText ".Description","" 
SetObjectState ".Show", ON 
Else 
EnableObJect 
EnableObject 
EnableObjecc 
EnableObject 



"Prev" 
"Next" 
"Delete" 
"Sore" 

ClearWindow ;iinghost disabled buitons 
Do "BefreEhWindow" ; redisplay text 

SetwindowTitle "Scar Trek Video Collectioii: Editing Hecnrd 
((" I iCyrlB^ex 

Do "Show Record' 
End If 
Endlf 
EndScript 
EndObject 

ImageButton "Prev'f 
Definition 

Origin 141,175 

Image "CanDoiBrushes/Left.br" 
Highlight COHPLEHEKT 
ButtonFlags NOME 
EndScript 
OnRelease 

If ObjectStatel"QueEtion'')-TRUE 

Do "GetHelp","Prev" 
Else 
Let Tapes[CurIndex]=GecDBOhjects .-save curr record 
Let Curlndex^PreviousAxraylndeaclTapeB.Curlndex) ;get prev record 
If Not SearchFound ;if no prev record 

Let Cuirlndex=LdHtArrayla't3ex(TapeBl fflo to last record 
Endlf 

Do "Show Record" 
Endlf 
EndScript 
EndObject 
ImageButton "Hext" 
Definition 

Origin 167,175 

Image "CanDo: Brushes/Right. br" 
Highlight COMPLEMENT 
ButtonFlags NONE 
EndScript 
OnRe lease 
If ObjectState("Ouestioa") =TRCE 

Do "GetHelp", "Next" 
Else 

Do "Next Record" 
Endlf 
EndScript 
End Object 
TextButcon "Delete" 



Definition 

Origin 213,175 

Font "System", B ; FontHaiae, pointsize 
PriatStyle SHADOW ,2,3 ; Style, Penl, Peii2 
TexcColora 1,0, NORMAL ; PenA, PenB, DraWHode 
Text "Del " 

Border BEVEL ,2,1 } BorderStyle, HainPen, ExcraPen 
Highlight COMPLEMEMT 
ButtonFlags NONE 
EndScript 
On-HeXeafle 
If ObjectState(*'iJueBtion"l=TRlIE 

Do "GetHelp", "Del" 
Eiee 
DeleteArrayEntry Tapes, Curlndex ; delete record 
If VarTypel Tapes [Curlndex] )="Nothing" ;see if lact 

L<et Curlndex-iLastArraylndex (Tapes) ffind new last 
Endlf 

Do "Show Hecard" 
Endlf 
EndScript 
EndOb j ect 
TextButton "Sort" 
Definition 

Origin 300, 175 

Font ''Svfltera",B ; FontNama, PoiatSize 
PrintStyle SHADOW ,2, J ; Style, Penl, Pen2 
TextColors 1,0,N0RhAL ; PenA, PenB, DrawHode 
Text *' Sort " 

Border BEVEL ,2,1 ,- BorderStyle, Haiopen^ Ext^raPen 
Highlight COMPLEMENT 
ButtonFlags NONE 
EndScript 
OnRe lease 
I£ ObjectState ("Quest ion" HTRUE 

Do "GetHelp*, "Sort" 
Else 
SortArray Tapes, Integer ,".Shoknuh" 
Do "SortTapeNum" 

Let CurIndex=FirBtAjrrayrndex(Tapeaj jgo to first record 
Do "Show Record" 
Endlf 
EndScript , 

EndObject i 

TextButton "Load" 
Definition 

Origin 447,175 

Font "System", B ; FontHaiae, PointSize 
PrintStyle SHADOW ,2,3 r Style, Penl, Pen2 
TextColorB 1,0, NORMAL ; PenA, PenB, DrawMode 
Text " Load " 

Border 3EVEL ,2^1 ; BorderStyle, MainPen, ExtraPen 
Highlight COHPLEHEHT 
ButtonFlags HONE 
EndScript 
OnRelease 
If ObjectStateC'QueBCion"'! sTRUE 

Do "GetHelp". "Load" 
Else 

Let FHold=FH 

Let FH=AHJcForFileNajne(FN, "Load a File") ,-get a filename 
If FNo"" AHD Exists (FN) ;if file exists 
Dispose Tapes ;del curr DB 

Let Tapes=LoadVariable(FK) ; load it 
Let CurIndex=FiracArrayIndex(Tapes) ;30 to first record 
Do "Show Record" 
Else 

Let FHsFNold 
Eodlf 
Endlf 
EndScript 
EndObject 
TexcButton "Save" 

Definition , 

Origin S17.175 

Font "System", 8 ; PontMame, PointSis:e 
PrintStyle SHADOW ,2,3 ; Style, Penl. Pen2 
TextColcrs 1,0, NORMAL ; PenA, PenB, DrawMode 
Text " Save " 

Border BEVEL ,2,1 ; BorderStyle, HaicFeii, ExtraPen 
Highlight COHPLEHENT 
ButtonFlags HO>fE 
EndScript i 

OnReleaGe 
If ObJBCtStatc( "Question") -TRUE 

Do "GetHelp", "Save" i 

Else 

Let FNold=FN 

Let FN=AskFDrFileNaineiFNr"Save a File") ;get a filename 
If FKo"" 

SaveVariable Tapes, FN .-save it 
Else 

Let FH«FNoid 
Eodlf 
Endlf 
EndScript 
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EndObJect 
AKey "Help" 
Definition 

Qualif ieraPressed NONE 
KeyPressed HELP 
EndScripn 
OnDp 

Do "GetHelp", "Masterlndex" 
EndScripL 
EndObject 

TntegerPield ".ShowNmn" 
Definitioa 

Origin 543,110 
Size 1S,S 

Justification LEFT 
Maxf ieldLength 1 
Limits 1,6 
Initiallnteger 1 

Border DOtTBLEBEVEL ,2,1 ; BorderStyle, KainPen, ExtraPen 
EndScript 
OnRelease 

SetObjectStace ".Description", ON 
EndScript 
OnClicX 

If ObjectState [ 
Da "GetHelp", 
End If 
EndScript 
HndObjeGt 

TextField " .Description" 
Definition 
Origin 8,150 
Size 624, g 
Justification LEFT 
HaxFleldLength 100 
InitialText "" 

Border DQUBLEBEVEL ,2,1 ; BoraerSty le, MainPen, ExtraPen 
EndScript 
OnRelease 

If MDde-"Edit" 

Do "HeJttRecord" 
Else ;node is Add 
Let Curlndex-Curlndextl 
InsertArrayEntry Tapes, Cur Index 
Let Tapes[CurIndex| sGetDBObjectB 

SetWindowTitle "Star Trek Video Collection: Adding Record 
*"l ICurIndex+1 

SetText ". Title "<"" 
SetText " .Description'^ "" 
SetObjcctState ".Show, OH 
End IE 
EndScript 
Onclick 
If ObjectStateCQuestion'M^TRDE 

Do "GetHelp", "Description" 
Endlf 
EndScript 
EfldObject 

TflKtButton "QUeBtion" 
Definition 

Origin 593.175 

Font "topaz", S ; FontName, PointSize 
PrintStyle SHADOW ,2,3 ; Style, Penl. Pen2 
TextColors 1,0, NORMAL ; ?enA, FecB, DrawHQde 
Text " ? - 

Border BEVEL ,2,1 ; BOrderStyle, HainPei^* ExtraPen 
Highlight COHPLEHENT 
ButtonFlags BUTTOKTOGGLES 
EndScript 
EndDbiect 

TextButton "Print" 
Def initian 

Origin 370,175 

Font "System", S ; FOntNaifie, PointSize 

PrintStyle Shadow ,2,3 ; style. Peal. Pen3 
Textcolore l,0,^fORMAL j PeflA, PonB, DrawHodfl 
Text " Print " 

Border BEVEL ,2,1 ; BorderStyle, HainPen, ExtraPen 
Highlight COKPLEHEKT 
ButtonPiags NONE 
EndScript 
OnRelease 
If ObjectState(''Que3tion"l=TRUE 

Do "GetHelp", "Print" 
Else 

Let ESCsHeiToCiiarsClB") 

Let CR=HeKToCharsl**OD'') 

Let FF-ESCI r'ilQH" 

Let Reset-ESCI I "E" 

Let PitchlOzESCl ["{slOH" 

Let Pitcli20=gsc I l'"{s20H" 

Let Bold-ESCI f'^siB" 

het Kormal=ESCl l"tBOB" 

J-et It^lOn=ESCl I"(b1S" 

Let ItfilOf f=E5Cl f " (bOS" 

Let ULOniiESCi |"&d&D" 



Let ULOf £=ESC| l-fide" 
Let SetCol25=ESC| I "&a25C" 
Let SetColiO^EScl |"&adOC" 
Let £etCal45^ESC| |"£ia45C" 
Let SstCol55-ESC| I "&a55C" 
Let LPie-BSCI |"S13D" 
Let I ndex=Fir 3 t Array Index (Tapes) 
QpenFile "PAR:", "P", WRITEONLY .OLDFILE 
FileWriteChars "P",lpi8 
Let NumTapes^O 
Loop 
FileWriteChars '*P'',PitelilO 

FileWriteLine •'P'',SetCol25i IBoldi ("Star Trek: The video 
Catalog" I 1 Komal I | CR 

Hop ,-FileWriteLine "P",CR 

FileWriteChars ''P*',Pitch20 ;set corapreaaed 
Loop 
Let Kimber-Tapesllndexl .TapeNum 
PileKriteLiae "P", soldi (ULOnl I "TAPE 
"I IHuiaberl jNannal j iDLOff I |CR 

FileWriteLine ''P",CR 
Loop 
FileWriteCliars "P",TapesIIndex] .ShowKuml I ". " 
FileWriteChars 
"P'-^Boldl lltaioni ITapesIlndex] .Titlel lltalOff I IHoncal 

FileWriteChars "P".3etCol40l ITapeoI Index) .Show 
FileWriteChars "P",£etCDl45i I Tapes [Index] -Yearl I"-" 
FileWriteChars "P", Tapesjlndex] .Episode 

FileWriteLine "P",SetCDl55l ITapes [Index] -Description! SCR 
Let Index=HextArrayIndex! Tapes, Index) 
Until Tapes [Index] .TapeKuB-tJ-Muaiber OR SearchFound=FALSg 
Let NumTapes-NuraTapes+l 
If SearchFound-TRUE AND NumTapesZ/SoO 
FileWriteLine "P",CR 
FileWriteLine "P",CR 
Endlf 
Until £earchFound=FALSE OR NiiiiiTapea//8 = D' 
FileWriteChars "P" , FF 
Until SearchFounds FALSE 
FileWriteChars "P", Reset ;reBet printer 
Close "P" 
Endlf 
EndScript 
EndObJect 
• End of Card "StarTrek" 



• Global routine "GetHelp" __ 
Let Node="EtarTrek " I lArgi 

Let ErrHelp=AskForHelp( "c:anDo:I>Bc)ts/StarTrek. guide", Nodol 

• End of routine "GetHelp" 



' Global routine "HextRecord" 
Let Tapes [CurlndexI-GetDBObjects ; save curr record 
Let Curlndex-HextArraylndextTapes.Curlndexl raet next record 
If Hot SearchFound ;if no next record 

Let Curlndex-FirstArraylndexlTapes) ;go to first record 
Endlf 
DO "Show Record" 

' End of routine "HextRecord" 



' Global routine "RefreshWindow" 

SetPrintFont "ruby", 12 

SetPrintStyle SHADOW ,2,3 

SetPen 1,0 

SetDrawMode JAM2 

PrintText "Show", 60, S4 

"Title", 205, 84 
"Year", 60, 109 
"Episode tt", 180, 109 
'■Tape rt",334.10? 
"Show #",46S,109 
"Description", e, 135 
"Edit", 63, 176 



PrintText 
PrintText 
PrintText 
PrintText 
PrintText 
PrintText 
PrintText 
Let Mode-"Edit" 
Nop 

SetPrintFont "Pica wide", 11 
SetPrintStyle SOLD EMBOSSED .2,1 
SetPen 1,0 
SetDrawWode JAMl 

PrintText "The Video Collection", : 
SetDra»,«ode JAMl 
SetPen 2 

AreaRectangle 18,58,602,9 
SetPen 3 

AreaRectangle 23,59,593,7 
SetPen 1 

AreaRectangle 28,E0,SB4,5 
* End of routine "RefreshWindow" 
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' Global routine "Shnw Record" 
SetDBObjects Tapea iCurlndex] ,-ahow the record 

SecwindowTitle "Star Trek video Collection: Editing Record t*"| ICurlndex 
SetObjectState ".Shov'^OH ;put cursor in Show Field 

' End of routine "Show Hecord" 



• Global routine "SorcTapeNum" 
Let One-PirBtArraylndGx(Tapoa) 
Let CurBottom-LastArrayindeK ( Tapes ) 
Loop 
Let TwosHextArraylndex (Tapes, One] 
Loop 
It TapeB[One] .TapeNiin!>Tap'es [Two] .TapeHum 
Let Temp=TapeB[OneJ 
Let Tapes fOneJaTapeolTwo] 
Let Tapes |TWD]l=Temp 
Endlf 

Let OneaTwo 

Let Two=NextAi:rayIndex(TapeSj ivol 
Dntil ■?wo>CurEottam OR SearchFouiid.=FSXSE 
Let One-FirstArraylndex (Tapes) 

Let CucBottom-PreviousArraylndex (Tapes, CurBoctoffiJ 
until CurBottom-On© 
' End q£ routine "SortTapeKum" 



Listing 2 



Listing 2. EtarTrek. guide AmigaGuide Help ?lle 



database StarTrelt. guide 

^remark HELP FILE FDK STAR TREK VIDEO COLLECTIOH DATABASE 

eauthor Randy C. Finch 

&(.c) "Copyright - 1993 RKA Product iona" 

e$VER: StarTrek. guide 1.0 (10/30/93) 

Wordwrap 

@font tcpaz.faELt S 

Sindex "StarTrek Haaterlndeit" 



?node "Kain" "Star Trek Database General Info* 
Star Trelc Database General Into 

Thia program handles a database specifically designed for cataloging 
video tapes containing Star Trek television shows. It has entry 
fields for the type of show (Original, The Hext Generation, or Deep 
Space 91, the show's title, year, episode, tape nuiober, show nmiiber . 
and a deacciption. Hew entries can be oade easily Hitd old ones can 
be deleted. ¥ou can sort the database by tape nuinber and show 
number and print the database to a Hewlett-Packard LaaerJet 4 
printer in a useful fonaat. The data can be saved and loaded to 
disk, also. 

For an index of help topics, click on the Index button at the top 

of this window. 

Pendnode 



Snode '•3tarTrek_HasterIndex'' "Star Trek Datsbaee Kaeter inde:!'' 
Star Trek Database Master index 



(?[" fleneEal Info " link "Main"^ 
Fields: 



e(" show 


■ link 


"StorTrek„3tiou") 


»(• Title 


■ link 


"StarTrek.Ticle"} 


9{" Year 


■ link 


"StarTrek Year"} 


9C' Episode « 


' link 


"ScarTrek_Episofle" } 


a{" Tape tt 


' link 


"StarTrek_Tapeiium" J 


Di" Show S 


" link 


"StarTrek ShowNum"} 


9{" DeacriptioD 


" link 


''ScarTrek_DeeeriptioQ"> 


Buttons: 






91" EdlcMd 


■ link 


"StarTrek EditAdd") 


&(■' Prev 


' link 


"StarTrek PreV) 


St" Next 


' link 


"StarTrek Hejtt") 


9(« Dal 


■ link 


"StarTrek Del"} 


9(" Sort 


" link 


"StarTrek sort") 


?(" Print 


■ liak 


"StorTtek.Print"} 


»i~ Loo* 


■ link 


"StarTrek Load") 


S(" Save 


■ link 


"StarTrek Save") 


e(- Help 


■ link 


"StarTrek_Help") 


^etidnode 
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As lo]d hv AC Tech =3.4 and Amisii Wiirld Aug. 01... 

The LANGUAGE For The Amiga! 

One Amiijn language has stood the test of time. 

his new package represents the fourth major upgraded release 

of F-Basic since 1988. Pacl<ed with new features, 

5,0 is tfie fastesi and fullest yel. The power of C with the 

friendliness of BASIC. Compatibility with all Amiga 

platforms through the 4000.. .compiled assennbiy 

object code with incredible execution times.,. 

features from all modern languages, an 

AREXX port, PAL and ECS/AGA chip 

set support. ..Free technical support... 

This is the FAST one you've 

read so much about! 




Supports DOS 
1.3, 2.0, 2.1 and 3.0 



F-BASIC 5.0™ System $99.95 

Includes Compiler, Linker, Integrated 

Editor Environment, User's Manual, & Sample 

Programs Disk. 

F-BASIC 5.0™+ SLDB System 

As above with Complete Source Level DeBugger. 



$159.95 



Available Only From: DELPHI NOETIC SYSTEMS, INC. 



(605) 348-0791 



P,0- Box 7722 Rapid City. SD 57709-7722 

Send Check or Money Order or Wnte For Unlo Cal! With Credit Card or CO.D 

Fax (605) 343-4726 Overseas Dislnhutor Inquiries Welcome 



9node "StarTceJc^Show^ "Star Tiek Dacabase: Show Field* 
Star Trek Dacabase: Show Field 

This £leld allows you to input a three-letter code that represents 

which Star Trek show is being referenced. Currently there are only three 

codes that loake any sense. 

ORG = Original show with Hilliaxa Shatner, ez.. al. 

TNG ^ The Next Generation with PatricJc Stewart, et. al. 

DS9 '^ Deep Space Kine with Avery Brooke, et. al. 

Other codes may be added as new Star Trek series are produced, 
^endnode 



?node "StarTrek_Title" "Star Trefc Database i Title Field- 
Star Trek Database: Tide Field 

This field allows you to input the title of the Star Trek show. 
The title la normally shown when the show returns from the opening 
credits and commercials. 
@endnode 



&node '"Starrre>;_Year" "Star Trek Database: Year Field" 
Star Trek Database: ^ear Field 

This field allows you to input the year the show aired. Yau may choose 
to use the original year i£ you know it or the year in which you recorded 
the show. 

This field is a text field rather than an integer field because if you 
do not knew the exact year of the show, you may want to enter something 
like <19B9, Old, etc. 
Pendnode 



©node ''StarTrek_EpiEade" "Star Trek Database: Episode S Field" 
Star Trelc Database: Episode # Field 

This field allows you to input the episode number of the show tor the year 
it was shown. You may base this on the original year it was shown it you 
know it. Otherwise, you can jse the year in which you recorded the show, 
dendnode 
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Bnode "StarTrsk TapeWiMi" "Star trek Database: Tape Field" 
Star Trek D&Labase: Tape H l^leld 

This field allciws you to input a. nimbar £or the tape on which this ahow wa.B 
recDrded. The tape number should be written on the tape label for e^ay 
reference, 
^endnode 



Snode "StarTrek.SbawHum" "Star Treh Database: Show H Field"' 
Star Trek Database: Show M Field 

This field allows you to input a number representing the location of the 
show on the Belected tape number. For example, it you use a 2-hour tape 
In SLP mcde, the show number can be 1 through 6 (assuming all shows are one 
hour long } . 

You can only enter a. number from 1 to B. 
Bandnodfl 



8node "Star7rek Description" "Star Trek Database: Description Field" 
Star Trek Database: Description Field 

Thifl field allows you to input a description of the shou. It can contain 
any text you like. You may find that you need to abbreviate eome words to 
prevent overrunning the field. 
^endnDde 



Pnode "•StarTrek.EditAdd" "Star Trek Database: Edit/Add Hollo Button" 
Star Trek Database: sdic/fcdd Polio Button 

This buttnn allows you to toggle between edit mode and add mode. 

When you switch to edit node, the first record at the database is 
displayed. You may edit any existing entries, but yc^u cannot add new ones. 

The PC" Prev " link "StarTrek.Prev"} and *?{" Next " link 

"StarTrek_Next"} 

buttons can be u&ed to etep farward and back>rsrd through the database. 

The current record nuinJber is sht^w^ in the window's title bar. 

When you switch to add mode, some fields are cleared and all additional 
input is added to the database. The record will be added when you press 
the RETURM key with the cursar in the Description field. The Prev. Kextj 
Del, and Sort buttons are not functional in this mode. The next record 
to be added is showB in the window's title bar. 
(Jendnode 



9nodB "StarTrek Prev" "Star Trek, Database: <- Button" 
Star Trek Database? <- Button 

Irtien this button is pressed, the previous record is displayed, if the 
first record is the current record, then the last record will be 
displayed. 

This button is not functional when in Add mode. 
0endnodd 



?node "StarTrek^Kext" "Star Trek Database: -> Button" 
Star Trek Database: -> Button 



tfhen this button is pressed, the next record is displayed, If the last 
record is the current record, then the first record will be displayed. 



This button is not functional when in Add mode. 
9endn«3e 



?iiode "StarTrek Eel" "Star Trek Database: De;l Button" 
Star Trek Database: Del Button 



Vhea this button is pressed, the currently displayed reicord is deleted^ 



This button is not functional when in Add roode. 
^ndnode 



Snode "StarTrek_Sort" "Star Trek Database: Sort Button" 
Star Trek Database: Sort Button 

When this button is pressed, the database will be sorted by tape number. 
Within each tape number, the show number will be sotted. A sort must be 
perfortued before you print the database if you want the output to make 
Buy sense. 



This button is not functional when in Add mode. 
9endnode 



9node "StarTrek. Print" "Star Trek Database: Print Button" 
Star Trek Database: Print Button 

when this button is pressed, the database will be printed in a format such 
that the for each tape number, the shcjws are listed by show number.. It 
appear as follows: 



Tape Tapeit 

ShowHum. Titlel Show Year-Episodelf Description 



Eight tApefl will be listed per page. The output will currently only work 
with a Hewlett-Packard LaserJet 4 land perhaps other HP LaserJets) . You 
must sort the database before printing if you want it to look right. 
■l?endnode 



*?node "EtarTrek„Load" "Star Trek Database: Load Button" 
Star Trek Database: Load Button 

When this button is pressed, a standard d^mlga file re^ester is displayed. 
You can then select the tile you want to load and press the OK button. You 
can cancel the operation by pressing the Cancel button. 
(?endnode 



Pnode "EtarTrek Save" "Star Trek Database: Save Sutton" 
Star Trok Databa^ie: Save Button 

When this button is pressed, a standard Amiga file requester is displayed. 
You can then select the path and filename to which you want to save the 
database and press the OK button. You can canoel the operation by pressing 
the Cancel button. 
0endnode 



9node "StarTrek Help" "Star Trek Database: Help Buttons" 
Star Trek Database: Help Buttons 

The ? button: 

This is the small button in the lower right hand corner of the screen. 
When clicked on. it toggles on and off. When it is on, you can click 
On fields and buttons on the screen to obtain help. To go back to 
normal database entry mode simply turn the help button off. 

The Star Trek button: 

This is the image button at the top of the screen with the words Star Trek. 
It can be clicked on at any time, whether the help button is on or off, 
to obtain an index of help topics , 

The [{elp key; 

If the help key is pressed on the keyboard while no fields are selected, 

then an index of help topica will be displayed. 

?endnode 
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Accent on Multimedia 

Part II: Branching Storyboords 

by R. Shamms Mortier 



As most of you know, a storyboard is one of the most important 
parts of an animation. It shows you where the keyframes are lo- 
cated — those frames that represent the major focal points in a story 
or animated character movement. A storyboard is a way to com.mu- 
nicate a story visually, though notes indicating the narration, mu- 
sic, sound effects, and timing are indicated as well, adjacent to the 
accompanying frames. 



Figure 1 



Opening 
Screen 
(timed) 



Ciiolce 1 



Choice 2. 



In this series of articles, we are focusing upon a special class of programs and 
processes called mullimcdin. What this usually indtcntos is an interactive environment, one 
that in\'iteB you to change the course of tlie action that is progressing on the screen. 
Computer gamers are most familiar with this concept, as arc those individuals who interact 
with educational software on systems like Commodore's new CD-'- machine. In fact, the 
Amiga itself is a perfect example of an interacti\'e multimedia world in which you interact 
by moving and clicking the mouse to paint, pfay music, write vvith words, and do a 
thousand other things. Whether you realize it or not, your experience with your Amiga has 
already prepared you for other discoveries that the land of multimedia has to offer. 

Interactive multimedia programs are designed so that by answering certain questions 
or clicking on areas of the screen, )'ou can trigger another screen, an animation, or a sound 
into action. Tliis ivas the dream of those brave ad\'cnturers who 20 years ago designed CAL 
systems. Computer Assisted Learning modules. Someoire has to storyboard all of these 
scripts before the associated action can take place, and if you want to de.sign an interactive 
game or learning module, thai someone slwuld be you. 

Ev'en in the most graphically-oriented Amiga multimedia software environments (like 
HELM, CniiDo, and AmigaVision,) some attention to planning is vital. Tlie more thought 

vou give to the begimiing of the process, 
the less lost you'll feel when \'ou're in 
the midst of it. All of the Amiga 
multimedia software has the ability to 
save and load scripts, and in some cases 
to be open to ARexx scripting alterna- 
tives as well. No matter how you cut it, 
some attention to programming is 
necessary if you arc going to design an 
interactive parlicipalorv module. 
The idea of branching programming 
comes from real life; the fact that at 
various decision points in our !i\'es, 
major choices that effect a change in 
direction are offered. These decision 
points, or cross-roads, are represented as 
multidimensional keyframes in a 
multimedia branching program and 
reciuire that the user of the program 
make a decision or answ'er a question in 
iirder to initiate a new action and 
direction. The old way of teaching a 
person to program in any language was 
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to make sure they understood certain terms first, and then to 
gradually expand upon the programming vocabulary to address 
more and more complex alternatives. The Amiga is our platform 
of choice because of its visual elements, and the fact that most of 
us who are addicted to its use are visual thinkers. Because of this, 
it is only natural that we Icam to program in a visual environment, 
especiallv when dealing with multimedia design. 

Visual programming demands the use of symbols. Ttiere are 
standard symbols that programmers in, let's say, BASIC, use to 
indicate the movement and structure of a program. I'm going to 
suggest that you begin this process by narrowing your symbolic 
choices to the following graphics with their associated meanings: 

Rectangles: Use for information scret>ns 

Circles/Ovals: Use Crossroad decision points 

Triangles: GOTO symbols that send you to another point on a path 

out of the eonsecuti\'e ordering of the linear path. 

X sign: Quit/End 

If you follow along in a step-by-step fashion, you will be able 
to think in a visual programming language that will prepare you 
to work in any Amiga multimedia programming en\'irO!inient, 
and may ox'en ignite your hidden passion for programming in 
general. 

Generative idea 

What we will aim to create is an interactive multimedia 
design for an educational journey that teaches about dragons. Ttie 
first thing to do is to decide what it is you want people to know as 
they move along the learning path. It's also good to remember that 
statistics indicate that repetition is the best way to enhance 
memory, so that repeating what the learning emphasizes more 
than once along the way is beneficial to learning and remember- 
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Figure 3 
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ing. Now as far as dragons are concerned, we might want to 
separate our branching program into three unique modules: The 
History of Dragons, The Ph\'stology of Dragons, and the Psychol- 
ogy of Dragons. Preceding thi.s, we might want to ask a user which 
of the three paths he i\'ants to access. 

The First Step 

Here, 1 have represented a simple way to visually design the 
first part of the branching structure of our program (Figure 1). As 
an opener, I'\'e indicated that a colorful graphic would be 
appropriate, and it even might be accompanied bv a sound track. 
Depending upon the .^miga soft\vore we use to create this 
presentation, it could appear on-screen with an animated wipe, 
and exit in the same manner. .'Vs far as the exit is concerned, 1 
would probably time it out rather than ask the user to click a 
mouse, but that would be another choice to make. 

The Circle is our first branch, and it lists the choices that the 
user is to make as far as deciding upon the next step. The first 
three choices indicate the three possibilities mentioned earlier, 
while the X represents the choice to end the session before it even 
begins. It's alv\-ays best to ask the user at this point if he really 
wants to quit — another possible branch where a yes would 
indicate an immediate exit, maybe with a good-bye graphic or 
with a no taking him back to the initial four-choice branching 
screen. 

The Next Step 

Now because this is an article and not a book, I'm going to 
have to abbreviate the development of this idea scnnewhat. Let's 
say, then, that you chose Dragon Psychology (Figure 2). We would 
then indicate another data screen on the path that would be the 
title v\'ith maybe more sound and that would be followed (click or 
timed) bv an information screen(s) concerning all that we know 
about the general psychology of the dragon. Remember that data 
does not have to mean words alone, but graphics and possibly 
animations as well. After that we would go to another branching 
screen. This one might give us throe more choices, asking if we 
^^'ant to learn more aboLit what causes a Dragon to be happy, 
angry, or depressed. As you can see, there is another branching 
o\'al under each choice, so we can learn about all three conditions 
in turn, retrace our learning about each (an internal loop), or move 
on after learning about one or tivo conditions. There is also 
another possibility represented by the number 4, and that is to skip 
ahead (GOTO) without stopping to learn anything here. 

The Last Step 

Here's that magic moment, time to test what vou know. The 
purpose of testing is learning, not punishment, so we'\ c included 
another branch that allows us eithei' to take the test again, or to go 
hack to the data so we can study it again. When we answer it all 
correctly, we go to a special plaudits screen (Figure 3). It's great to 
ha\'e your learning recognized. From there, we can either quit, or 
go back to make another choice at the top. 

Conclusion 

.iMl of this may seem rather simple, bi.it when it comes time 
for you to apply your branching programming skills in a specific 
Amiga multimedia program — as we will do in following articles — 
this method, or a variation of it, can be the vital link that allows 
vou to master some of the best multimedia .software around. 
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amiga telecommunications 



In the December issue we took a quick look at GEnie, the General Elec- 
tric Network for Information Exchange. This month we will examine the 
Amiga section on GEnie more closely. 

The Starship, at page 555, is divided into several sections, including the 
Bulletin Board, Software Libraries, Real-Time Conferences, and the Pro/ Am 
section, which specializes in programming information. In addition, there 
are sections devoted to the Amiga version of Aladdiu, as well as news and 
help topics. 



The Pro/Am section further di\'ides into its own Software 
Libraries, Conference, and Bulletin Board nrt'os. This is where to 
go if you are interested in learning progrnmniing tips in e\'ery 
language from assembler to BASIC. The libraries hold files such as 
the programmer's utilities Enforcer and MiDii^wnll, which protect 
memory areas from being overwritten by wayward programs 
during development. You can even find entire programming 
languages there. 

Tlie Real-Time Conference areas are like giant meeting halls, 
\vhere many users can congregate at the same time. Usually these 
are used by small numbers discussing a topic of common interest. 
Occasionallv special events are held, such as the recent conference 
held by two Commodore insiders using the nicknames "Deep 
Modem" and "Deep Thought." During these conferences, a Sysop, 
or System Operator, one of the people involved in the daily 
operation of the BBS, acts as a moderator, and anyone can ask 
questions directly of the guest. 

The Software Libraries contain thousands of programs for 
downloading, including the Fred Fish Collection. There are so 
many programs that the Sysops periodically go through and make 
compressed listings so you can get a listing of files in a few quick 
downloads. Search functions allow you to find a specific program 
bv program name, author's name, or age of the file. Of course you 
can also search for all files added within a specific time frame. 

The Bulletin Board area contains 32 major categories of 
message topics, with each category being broken do^vn into 
individual topics. For instance. Category 10 concerns Telecommu- 
nications and has, as of December 1993, 31 topics, ranging from 



general questions to problems or questions \vith specific modems 
or terminal programs. The Bulletin Board is the place to go if you 
are ha\'ing problems, or need information about a product from 
those already using it. 

In fact, this is where I went when I received a letter from 
Charles Compton in Durham, NC. Mr. Compton wrote concerning 
problems finding fax software to use with his Zoom faxmodem. 
The first thing I did was check the topic listing for Category 10 and 
found that Topic 25 v\'as devoted to questions concerning this 
modem. 1 used the capture buffer feature of my terminal program 
to store the old messages in the topic as they scrolled past. Later I 
read through these to see if anyone else had already asked the 
same question. Not finding a previous question that duplicated 
Mr. Compton's problem, I posted the problem in the topic. The 
next time [ was on GEnie 1 checked the topic and had tlie answer. 
According to another user of this modem, GPFax software works 
prnperl}-, although there appears to be several different \ersions of 
this software. Going a little further, 1 did a search of the soft\\'are 
libraries using a keyword "fax" and found several files that update 
older versions of this software to the most recent version. This is a 
prime e.xample of the usefulness and power of telecommunica- 
tions. By pooling our knowledge and experiences, we help each 
other and got answers to our problems quickly. 

Remember that we are discussing onl\- the Amiga sections of 
the telecommunication networks. Tlie networks ha\'e much more 
that will be of interest to individual users, so don't be afraid to stir 
about and see what other areas are on your fa\-orite board. 
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Oops! 

Ill tllfjclniuiry "Online," I t|U(>l(.'d download linu-s of 77,ind 
78 minutes at 24l)0hps fur the filos ACA_Icons.lha and 
Gigertetris.lha. ActLinl download times are closer to the 9 to It) 
minute range at that spcL-d, ! had downloaded them at a higher 
band rate, then erroneously calculated the time for 24t)()lipi„ i 
apoloi^ize for anv confusion this caused. 

File of the Month 

If you have the SmartPort analog joystick adapter from IDD, 
bnt are not on their mailinj; list, download file #21644 called 
SmartPort_Upgrade2.3.1ha. This 155,392 byte file contains patches 
that add or enhance analog joystick support to .six different flight 
simulators. If you own Flii^hl Simulator II, F-1.5 Sirikf Cfl\,'/c //, 
CunShip 2000, KitU^lita of the Sky, Birds of Prey, or ¥/\-lS Interceptor, 
and [he SmartPort, get this file. At 2400bps it will take about 13 
minutes. 



Tliat's all for now. Remember, 1 can Ih' reached electronically 
on Clinle as R.HAYS5, and CompuServe ns 727ft4,20fi6. If you 
need n personal response to a question, and can't use either of the 
above e-mail addresses, please write to me care of this magazine. 
Please enclose a SASE if you need a personal reply. See you online! 
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Rob Hays 

c/o Amazing Computing 

P.O. Box 2140 
Fall River, l\4A 02722-2140 



Focusing on Productivity 

To do a propel" job, you need the right tools. These Amign products will improve your 

productivity, enhance the quality of your work, and will give you access to new resources. 

Each and every one of these product have been designed to assist 

you in every aspect of production. To find out more about 

these products, call (217) 352 006! or visita dealernear you. ' ' ,-^-:2l!lii ' ' ^ 
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14 E. Miir;Sir.#3!3 ■ Champaign, 1161920 

Phofie:ai7)352^X)6l ■fix:(i\7\ 352 0063 

k 15 sknowlcdged liat all trademarlu are tt^e 

proper^ of their respccBvfl owners. 



PHOTOWORX 

Allows reading of Photo- 
CD's on Amigas™ equipped 
with a XA-compatible CD- 
ROM drive. PhotoworX 
displays all photos on 
screen on a "contact- 
sheet" and comes standard 
with powerful integrated 
image-processing tools. A 
free sample Photo-CD is 
also included. 




AMIGA LINK 

Network up to 20 
Amigas" over a distance 
of up to 300 feet. Every 
Amiga''', from A500 and 
CDTV to A4000 can be 
used. This low cost 
network can be installed 
and configured in minutes 
Features 

• Uses external floppy drive 
port. No installation 
required. 

' 450000 Bits per second 

• Works with WB 1.3 and 
fiigher 



Whether intended for 
presentations, info-systems 
or video-footage, there is 
no effects-generation tools 
that surpasses Adorage in 
versatility or results. 
Adorage enables dazzling 
2D and 3D transitions 
between scenes and 
images in near real time. 

Features 

• Infinite effects tttrougtt 
definable parameters and 
effect combinations 

• Full AGA support including 
256 colors and HAM-B 

• Creates Super Smooth 
Animations (SB A) or IFF 
animations 





CLARISSA 

ClariSSA is essential fori 
anyone creating or playing " 
back animations on the 
Amiga"'. The power of 
ClariSSA is diat it enables the 
generation of Super Smooth 
Animations (SSA) from 
existing animations created 
with other Amiga'" programs, 
vasdy improving playback 

Features 

• Unlimited color palette. You 
can have a different palette 
for each frame of the 
animation. 

• Full AGA support including 
256 colors and HAIv!-8 

' Full ARexx Support 

• Mark, cut, copy and paste 
single frames or sections 

• Integrated screen grabtier 

• Convert AnimS animations to 
SSA for more natural 
playback 



Wi^ 




Circle 126 on Reader Senilce card. 
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A.W.iZI.\G CO.MPUTISG 



OWN AN AMIGA 1200 TWICE THE SPEED OF AN A4000/030 OR A3000 SYSTEM! 
GET TRUE 32-bit WIDE, ZERO WAIT-STATE FASTRAM ACCESS! 

PURCHASE THE MICROBOTICS M1230XA CARD FOR THE AMIGA 1200* 



MOOO Computsr CALL 
A120O Computer 399 
W/85MB HD Installed S24 
W/130MB HD installed 724 
W/23SM6 HD Installed 853 
A600 Computer 175 

1942 Multisync Monitor 389 
1084S Monitor 229 
A2S30 Accelerator wMMB 449 
A520 Video Adapter 34 

A2088 XT Bridgecard 69 

A2091 Hard Drive Bi Ram 
Controller W/120MB HD 269 
A2091 HD Controller 69 

2 MB Ram For 2091 80 

Janus 2.1 Update 35 

A20O0/3OOO Disk Drives 69.95 
ASOO Int. Disk Drives 49.95 
A600/1 200 Keyboards 29.95 
A2000/3000 Keytjoard 59.95 
A2000/3000 Power Supply 109 
External case PS & Cables 125 
2320 Flicker Fixer 129 



REMOVABLE 
A1200/600HD SYSTEM 

■External Box vj/Power & Cabling 
QUANTUM ZAi HD 2Yr Warranty 
■2S6K Cache Ram 
-AsFast As7(SEVEN|mi 
-Cable Select Autoconfiguration 
-Take Off One System And Plug 
Into Another W/0 Any Hassles 

Only $339 



AMIGA CUSTOM CHIPS 



Kickstart 2,1 Update Kit 77.95 

2.04 Rom (HID Drives) 33.95 

Kickstart 1.3 21.95 

1MB Agnus (S372A) 37.50 

2MB Annus (a372B) 79.95 

Super Oenise (8373) 28.95 

Paula (8364) Or Denise 18 95 

CIA (8520) 9.50 

Gary (5719) 13.9S 

2620/2630 Upgrade Kit 35 
2091 Upgrade Eproms 7.+ 35 

Supefbusler(A3000) 99 

Ramsey (A3000) 99 

Fat Gary (A3000) 49 

Super Dmac (A3000) 99 

Amber (A3000) 79 

A3000 Daugterboard 99 

A3000 Momerboard 199 
- comes with 1 mb ram 
-25mhzCPUw/MMU 
■ All Other Sockets Empty 




MBX 1200z COMBO BOARD 

68881 RC20Mhz FPU & with dock 



M1230XA ACCELERATOR 

68030 RC25Mhz CPU /f^^vlk^ ^WW? 

w/MMU & clock ^}ii)j vjX^Jit 

50 MHZ VERSION FOR ONLY 349 
Call For All Other Custom Configurations Available 



iWML?§i]§§ 



ima & 32 Bit Wide 

RaniForTheASOOMOO! 



VXL * 30 ACCELERATOR 

^ WL3g ) 25 & MMU Mhz S185 40EC Mhz S275 33 Mhz & MMU S299(ffi2^2MB S219 
W/6888225FPUS235 w/FPU $390 w/FPU S385 8MB$5M 



UNMATCHED SYQUEST PRICES I AMIGA 4000 & 3000 OWNERS 

!< CRUSH THE 16 MEG BARRIER 



44MB DRIVE (SQ555) 
88MB (SQ5110C) (R&W44) 
105MB IDE 
105MB SCSI 
4MB Cartriges 
105MB Cartriges 
External Versions Add 



$34! 
$44! 
$52! 
$ 6! 
$ 91 



3 



-Add up to 126 MB of ram of coittiguous memory 

- Fou r simm sockets using industry standard simms 

- Create and run animation from ram on the 1fT40M 

- True Zorro III 32 bit memory board 

- Play back over SO seconds of real-time animation in 
Hi-Res 

- Record your animation at a fraction of tlie cost! 

DKB's 3128 is Only $275 



A5OO-HD8+0MB/52Q 276 

A5OO-HD8+0MB/85Q 309 

A500-HD8+0MS/12OM 355 

A500-HD8+0MB/245Q 415 

AS30-HD 8+1/1 20M CALL 

A530-HD8+1/245Q CALL 

A530-HD8+2/120M CALL 

A2000-HC8+OMB 149 

SIMM32/1MB/60ns 69.95 

SIMM32/4MB/60n> CALL 
1MB SIMM GForceA3000 179 

G- Lock Genlock 385 

A2000-IV24 Adapter 55 

VIU-CT 499 



A1230 Turbo +40/40/4 S549.00 

A 1 200 SCSI / RAM+OK $209 .00 
w/33mhz&4MB Ram $449.00 



*A530 Special* 
WeWon'tBeBeat! 



GForce Accelerators w/68D3g,eB{>2, 
eOrts RAM, SCSt Contra Her, 
RAM Card In One 
40Mhz/4MB 609 

50Mhz/4MB 795 

68040 33MhzA2000/4MB 1055 



PC286 Module 16Mhz 59 

Tahiti-ll 1GB(3Sms) 2499 

Tahiti-ll IGBCarlrklge 249 
!V 24 Impact Via. CT 1215 

IV 24 Impact Vision 2.0 1049 
IV 24 2,0 Upgrade 129 

68882 40Mhz FPU PLCC 129 
FaaaslROM Kit (For HDs) 39 
Cinemorph Software 55 

PhonepakVFX2.0 289 

DSSB+ Sound Sampler 89 

I/O Extender (2SerialPon) 99 
Image F/X 199 

Image F/X Upgrade 29 



EXPANSION SYSTEMS 



Ad IDE 40 MB HD syafem for 

Amisri 5O0 Sy«tem 220 

AdIDE 80 MB HD Syitem for 
Amiga SCO System 280 

Fticker Free Video II 228 



DPSPeisonalTBCIII 


675 


DPS Pereonal TBC IV 


799 


DPS Personal Animalton 


1599 


DPS Personal Component 


399 


DPS Personal V Scope 


699 


Kitchen Sync 


1199 


Opal Vision 2,0 


645 


DCTV-NTSC 


274 


Retina W/2MB 


479 


Retina W/4MB 


549 


Vlab-24Brt Digitizer 


379 


Scala2104y!M 


299 


Deluxe Paint IV AGA 


119 


Morph Plus 


149 


Art Department Pro 


159 


Pixel 3D Professional 


149 


VWeo Director 


129 


Caligari 24 
Aladdin 4D 


239 


249 


Video Toasler 3.0 Upgrade 


649 


Vkieo Toasler 40OO 


1899 


Montage 


Call 



Insider II wn.stJ FiAM 


180 


2632 wMMegabyles 


349 


MegAChip2000/$oc 




W/2MB Agnua 


17fl 


Multi-Start 2 Rev 6A 


29 


KwikSianlKorAiOOO 


69 


SecurKey Security Board 


99 


BattDish battery backed 




Etalic RAM disk 


199 



Grand Slam/500 
Trumpcard Pro/500 
Ttumpcard 500 Pro 
Trumpcard 500 Plus 
Trumpcard 500 AT 
Sourcer Switching 
Power Supply 
Moviemal^er 



229/287 

139/225 

225 

149 

164 



Baseboard 60 1C 
DataflyerXDSOMB 

w/120Maxtor 

w/245Quantum 
Baseboard 1 200C 
Baseboard 500 OK 
Xramboard w/OK 
Dalaflyer Ramoafd w 2mb 

500 SCSI or IDE 

1000 SCSI or IDE 

2000 SCSI or IDE 

500 Express SCSI 

500 Express IDE 

500 Express SCSI&IDE 

500 SCSI&IDE 

1000 SCSI&IDE 

2000 SCSI&IDE 



69 DERRINGER 25/25/1 399 

75 w/MMU,FPU&RAM 
259 DERRINGER 50/4 599 

339 w/MMU, &4MB RAM 
25 Rocket Launcher 50/50 499 

S5 w/MMU Makes The CBM 
2630 Or GVP Combo 25 
run at 50 Mhz w/MMU & 
FPU (688e2RC50) 



Micro R&D 



75 
149 
125 
135 

75 

165 2000 Bigfoot Power Supply 
155 500 Bigfoot Power Supply 
189 1200 Bigfoot Power Supply 
149 Slingshol ASOO (1A2000Sk)t) 
169 Slingshol Pro ASOO {Gives An 

95 A2000 Skit w/Passthru 



159 
89 
99 
39 

69 



Hewlett 




Sunrise Industries 



A0S16 Digitizer (tBBitI 
ADtOi; Digitizer (12Bit) 



1tW 
479 



ammmBE 



HP4SI 

HP4M 

HP 4 

HP4L 

HP4ML 

HPIIIP 



3195 
1975 
1459 

675 
1079 

899 



DJ1200C 1459 
DJ500 319 

DJ500C 419 

DJ550C 619 

DJPortable 399 
Scanjet IIP 969 
Scanjet lie 1320^ 



3.5" HARD DRIVES 



Warranties 

Quantuin=2 Years 

Maxtor=1 Year 

Maxtor 120 LPS SCSI/IDE 199 
Maxtor 170 LPS IDE 229 

Maxtor 213 LPS SCSI/IDE 249 
Ma)rtor245 LPS SCSI/IDE Z7S 
Maxtor 345 IDE 355 

Quantum 52 (Low Profile) 139 
Quantum 105 LPS 185 

Quantum 127 ELS 199 

Quantum 245 LPS SCSI-2 27S 
Quantum 525 LPS SCSI-2 649 
Quantum 1.2 Gig 5 YR 1199 
Toshiba 1,2 Gig SYR 1199 



2.5" A1200/600 Hard Drives 



eSM Conner / Seagate $2 1 5 
1 30M Seagate / Maxtor $309 
235MB Seagate $439 



IVIEUORY CHIPS 



All Speeds Available 

1x8 100-60ns SIMMS 32+ 

4x8 eO-eOns SIMMS 129+ 

1x4 80-60ns Static ZIP 16+ 

1x4 80-60ns Page ZIP 17+ 

1x4 80- 50ns Page DIP 18+ 

1X1 120-70ns DIP 5+ 

2SBX4 120-60ns DIP 5+ 

256X4 120-60ns ZIP 6+ 

256x32 (1MB Simm 72P) 29+ 
512x32 (2MB Simm72P) 75+ 
1x32Simms 139+ 

2x32 Simms 299+ 

4x32 Simms 599+ 

8x32 Simnns 1800+ 

PCMCIA Ram Card 2M 119+ 
PCMCIA Ram Card 4M 229+ 
Ram Changes For Better 
Or Worse Please Call 1st 



MATH CHIPS, CPUs SFPU's 



6a030-RC-50 w/MMU 149.00 

8a882-fl C-50 (PG A) 1 45 .00 

8a030-RC-33 W/MMU 129.00 

68882- RC-33 (P G A) 95 .00 

6S030-RC-25 w/MMU 99,00 

68882-RC-25 (PGA) 75.00 

68030-FN-PLCC (Call) CALL 

68882-FN-PLCC (Call) CALL 

a0387-25SX (Bridges) 69.95 

Crystal Oscillators (All) 10.00 



LASER PRINTER MEMORY 



HPII, IID. IIP, III, MID, IIP 
AND ALL PLUS SERIES 
Board with 2MB 89.00 

Board with 4MB 145.00 

Deskjel 256K Upgrade 55 

HP 4 (4 Meg) 149 

HP 4 (8 Meg) 295 



ACCESORIES/MISC. 



PowerPlayers Joystrck 6,49 

SupraTurbo 28Mhz 149 

Saleskin Protectors 15.00 

Xtractor+ Chip Puller 9.95 

Kool-lt Cooling kit A500 39,95 
Qwika Switcha 4 socketed 

ROM selector 39.95 

Power Connectors GALL 

SCSI HD Cables CALL 



386 Bridgecard Owners 

803S7SX25 Coprocessor 

Speeds Up Performance 

Only 869,95 




18 Wellington Drive 

Newarlt, DE. 19702 

(302) 836-6174 ORDERS LINE 

(302) 836-4145 PRODUCT InfolTech 

(302) 836-8829 Fax 24 HOURS 



Please Understand Our Policies 



VISA / M AS'reR Cjird Accepted Prices And Spccificaliom Are Suiject 
To Chanje Williout Nolict! 15% Rcslockinj F« 0° All Rclunu. 
Defective Merehondisc Will Be Replaced Willi .Same Item. 
Call 102.8J6.4I45 For Approval RM A* Before Retumint Merchondije 
Mercliiindlse. No Rclurn. Aflet 10 Days From Delivery D.lc. 
Not Rcjponjilile For Incompatlbilily Of Products 
Shipping And Handlint For Chips 1» Ji COD Fee S« 
Personal aicckn Require 10 WorlinKOiyiTo Clear, Call For Aclual 
Shippine Prices On All Olher llema. Ram Pricej Change Daily 



Circle 110 on Fleader Service card. 



Amiga Stars 

at Medical Convention 



by Dr. Michael Tobin, M.D., Ph.D. 



Official Recognition for the Amiga 

Attendees at the Fortieth Annua! Meeting of the Society of Nuclear 
Medicine in Toronto this past June were treated to an Amiga-based 
multimedia exhibit that many termed unique. Titled "Patient Guide to 
Nuclear Medicine," it used two Amiga 3000s to win second prize in the 
Scientific Exhibits category. In so doing, it bested 15 other computer 
exhibits as well as many other presentations including those using 
booths, posterboards, and viewboxes. 



This exhibit followed in the successful footsteps of last year's preseiit<ition titled "Renal 
Nuclear Medicine Teaching File," a physician education program now on an Amiga display at 
the Lister Hill Mational Center for Biomedical Communications, National Library of Medicine, 
Bethcsda. Maryland. 

The Annual Meeting of the Society of Nuclear Medicine 

Nuclear medicine is a branch of medicine dealing primarily with the diagnosis of human 
illness using smaU amounts of radioactive mntorial. Tliis year's Annual Meeting of the Society of 
Nuclear Medicine was hold in Toronto in tirder to emphasize its international membership as 
well as its whole-world outlook. 

Those who feel that they have done something special during the year submit a proposal 
several months in ad\-ance requesting time to present their research either as a lecture or as an 

exhibit. Because there are always 
many more proposals than time and 
space allow, committees are formed 
to judge the entrees. It u'as therefore 
an honor to have my Amiga-based 
patient education module selected 
for presentation in this highly 
competitive process. 




Multimedia programs allow the 
progfommer to place active 
areas on Ihe screen which, 
when mouse-selected by the 
user, carry out one or more 
commands chosen by the 
programmer. 
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Patient Education 

Over the years, I have been concerned about the many 
patients vvho arrive in the nuclear medicine imaging area without 
a clear idea of why they are there and even less of an idea of what 
will happen to them. 

Initially, 1 thought the answer was to distribute leaflets, or 
even a IxKik made out of such leaflets, describing tiie various 
nuclear medicine imaging procedures and the reasons for 
performing tiiem. Three years ago, 1 used my A20H0 and PwWrite 
software to generate such sheets and even sought a publisher for 
them. I was told that instructional pamphlets were already in 
existence but judged by many to be ineffective because patients 
threw tliem away. 

Discouraged, 1 discontinued work on the project but never 
gave up on the idea. I don't remember exactly how it happened 
but one day I woke up and knew that an interactive multimedia 
presentation on the Amiga was the best approach. 

Interactive Multimedia 

Interactive multimedia is such an abused term that I feel 
impelled to explain it. Multimedia programs allow the program- 
mer to place acti\'e areas on the screen which, when mouse- 
selected by the user, carry out one or more commands chosen by 
the programmer. The active area can be a familiar-looking solid 
button, an image, text, or even a blank area or the screen. An active 
area need not oven be visible to the user! 

Whenever the program detects a user mouse-c\'ent in an 
active area, it executes one or more commands. The user must 
interact with the application for something to happen. Perhaps an 
image \vitl be displayed. Perhaps digitized speech or music will be 
played. What happens depends on what the programmer has 
chosen. 

Selecting an Auttioring Program 

1 spent many long hours thinking about what the educational 
module should look like, 1 wanted to include a video about 
nuclear medicine and somehow combine it on the Amiga with 
images and text about the various imaging procedures. 1 still 
wanted to provide instructional printouts, which I now felt would 
more likely be read and saved by the patient. Everything was to be 
under user control. But which authoring program? 

HyperBook 

First, 1 looked at Ht/fhrBivk. I had already used HyperBook 
for my physician education module Renal Nuclear Medicine 
Teaching l-ile, and was, therefore, very familiar with its use. 
Unfortunately, HyperBook has not been updated since its release 
in 1 990, although there have been some bug fixes. HyperBook not 
only fails to take advantage of the AGA graphics capabilities of the 
A12U0 and 401K1, but al.so has difficulties, such as being unable to 
crop pictures loaded into certain A121M video modes. In the 
absence of any intended upgrade, I was forced, with great 
reluctance, to pass by my previous favorite. 

Can Do 

Many impressive applications ha\-e been generated by 
CmiDo. I had previously used this program in a limited way and 
was grateful for the fine instructiim manual and the helpful 
technical support the company provides. However, 1 found the 
program interface awkward and was frustrated by the amount of 
mouse clicking required oven to do little things, such as moving 
objects around the screen. It also seenied to me that except for very 
straightforward applications, 1 had to get involved with CanDo's 



programming language more than I wanted to. Although it wasn't 
my first choice, I felt that if push came to shove, 1 could get a 
quality product from CanDo. 

AmigaVision Professional 

Aiiii^aViswi! Professioiinl was another option. What a pleasure 
to use a program that does just what it says it will do ajid not crash 
in the process! Yet, I chose not to use it. AmigaVision, unlike the 
other software packages discussed here, uses icons to perform 
programming. This approach is supposed to make it easier for the 
non-programmer to create multimedia exhibits. Perhaps it does. 
However, all those icons began to confuse me, even when grouped 
together to decrease their visual number. Also, whenever I created 
a control button on a screen, I had to return to the icon flow sheet 
to give it an action. I found this very distracting. Although I liked 
many of the program's features such as control over laser disk 
input, I knew that this program was not what I had in mind for my 
particular application. 

Helm 

Then along came Helm. I read a small news item about it in an 
Amiga magazine and decided to order it. I liked it immediately. It 
was easy to use and had many thoughtful features, including 
hypertext. Like CanDo, it had a programming language, but you 
could do a lot without writing scripts. Moving objects around was 
painless and the interface to the program was less awkward. 
Unlike AmigaVision, actions could be assigned to control buttons 
without leaving the page they were to be placed on. It had direct 
support for the GVP IV24 board and sported a paint program for 
use on image fields. 
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Eagle Tree pre)vided extensive lech support niid corrected the 
few problems that one can expect with any new program. About 
two months before the meeting, I made the decision — ^I would go 

with Helm. 

The Hardware 

At the meeting itself, 1 had tw'o A3()l)0s and two Ctimmodore 
1950 monitors, both graciously lent by Commodore, Ltd. of 
Canada. Everything else was my own equipment, which included 
two GVP IV24 boards, two VCR decks, two AirLink infrared 
controllers (that plug into the joystick port of the Amiga and allow 



In Nuclear Medicine, radiation 
is inside the patient. 



^*?£. 




ARexx control of the VCRs), a Xetec CD-ROM, a DPS TBC II time- 
base corrector, and five pairs of speakers. 

The Application 

My multimedia application has several key pages, only two 
of which 1 will describe here. The first is the opening page. 

Page One 

The background for this page was an image of the Kings 
County Hospital, Brooklyn, New York, captured first as an analog 
image by my Canon Xapshot camera and then digitized from the 
video out (of the Xapshot) by my GVP 1V2-1. On this page are 
several active areas, or "buttons." 

When mouse-selected, a ver,' important button named Video 
enables the user to see n VCR tape I made called "Nuclear 
Medicine — Questions and Answers." The \'ideo appears in a .small 
area of the Amiga screen. What makes this possible is the GVP 
IV24 picture-in-picture (PIP) facility that allows video to be played 
right on the Amiga .screen. To take advantage of this facility, I 
wrote a htde ARexx .script that opens a GVP 1V24 PIP window, 
activates the AirLink controller, which then sends out a "play" 
pulse that, in turn, starts the To.shiba VCR and plays the tape. 

When the user elects to "stop" the video, another ARevx 
script rmis, closes the PIP window, rewinds the tape, and then 
deactivates the AirLink. 

There are other buttons including one named Music, which 
allows the user to play music from an audio CD in the Xetec CD- 



ROM. Another, named Help, lets the user hear me explain how to 
use the program. Still another allows the user to go to the main 
selection page. 

The Main Selection Page 

The main selection page has many buttons, each one 
directing the user to questions and answers about specific 
procedures in nuclear medicine. Each subtopic contains questions, 
and each question is an active area, which when selected, displays 
an answer in a text field. The user can print out instructions for 
each imaging procedure. 

The user can also choose to see digiti/^ed 
images of the nuclear medicine department 
and patients having scans. Another choice is to 
see examples of the ^'arious scans and hear a 
voice-over explanation using layman terminol- 
ogy- 
Reception to the Amiga and Its 
Application 

1 estimate that 12,000 to 15,000 people 
including physicians, technologists, and 
exhibitors attended the l-ortielh Annual 
Meeting of the Society of Nuclear Medicine in 
Toronto. Hundreds of people were able to sit 
down with the Amiga and experience it first 
hand. Most would ne\er have had the 
opportunity to know about this fine machine 
and its excellent third-party support. In short, 
they liked what they saw. Almost all felt that 
the "Patient Guide to Nuclear Medicine" 
should be a commercial product. The exhibit 
refk-ctcd well both on the Amiga and my o^v^ 
efforts. I could hardly have asked for more. 

Final Impressions 

Much has happened since my successful exhibit in Toronto. 
First, I have decided to make my teaching applications more 
accessible and have begun to look for a distributor. 

Also, although I have upgraded my A.^Od with a Retina 
display board and a Vlab digitizer and still use it to make slides 
for lectures and digitize images, I novv use my A1200 to make my 
final product and give presentations. AGA graphics are such an 
advancement that I cannot imagine doing anything that does not 
include them. 

Multimedia authoring systems continue to be a strong suit for 
the Amiga. Helm has become a robust, powerful, but still easy-to- 
use program with neiv feahires being added all the time. It 
remains my application interface of choice. 

The Commodore Amiga, when combined with appropriate 
authoring software, is an impressive vehicle for interactive 
multimedia education. While computer programs are no substitute 
for caring physicians, they can make important information 
readily accessible to those people who want to take an active role 
in their own health care. 



•AC* 



Please Write to: 

Dr. Micliael Tobin 

c/o Amazing Computing 

P.O. Box 2140 
Fall River, MA 02722-2140 
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Punctuating Your 
Presentations witin DCTV 



Inj John Steiner 




I've been a secondary school teacher of electronics and computer 
science for many years, and I recently completed the process of becoming 
certified in social studies. The major change in subject area meant that I 
would need to complete a student teaching assignment in social studies. 
One of my assignments included a lecture on the Renaissance, and I 
wanted to punctuate that lecture with images of important individuals 
and some examples of art and architecture of the period. There is a wealth 
of visual materials on the Renaissance, and I decided that this was the 
project that would allow me to see what DCTV could do. I called upon a 
friend, Stanley Wright, to lend me his DCTV unit for the project. He gra- 
ciously gave up his unit and I began working on the project. 



My first goal was to organize my presentation, and 

WordPerfect's outline fentiire helped me quickly plan my lecture. 
After 1 printed the first draft, I went through it with a mnrker and 
noted possible items for illustration. From this 1 created n list of 
images that I wanted to use, as well as identified items of 
importance that I wanted students to note. Tliesc items consisted 
of the major points of the presentation that students needed to 
remember. 

I visited our school district IMS (instructional media center) 
and checked out several videotapes and a videodisk that had 
examples from the Renaissance period. As 1 found items I felt were 
appropriate, I noted the source and location on the videotape so 
that 1 couid find each one again as needed. In one case, the only 
image 1 could find was in a book on the l^enaissance. You may be 
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wondering about the legalities of capturing images from books, 
and commercial videotapes and discs for use in video presenta- 
tions. The people at the media center wondered about that also, 
and when they found out my plans, they weren't sure u'hether this 
was an acceptable practice. 1 ended up doing some research on 
copyright law, especially involving the fair use doctrine. 

When I had finished finding graphic examples, I reser\'ed a 
few megabytes of space on my hard disk, as I knew that this 
project would take a lot of space. As it iurned out, the final 
presentation files took about 14MB. Then 1 went about learning 
how to use DCrV's video capture feature. Capturing the image 
from the book was easv, but time consuming as I didn't have a 
copy -Stand setup, and had to position the book in such a way as to 
keep the image flat, and simultaneously keep light from reflecting 
off tile image and into the camera. The DCTV unit 
captured the videodisk images superbly. The still 
image from a videodisk is rock stable, and I simply 
substituted the video output from the videodisk 
player for the camcorder input. Capturing the 
image was a simple three-step process; 1 enabled 
DCTV's scan function, searched for the graphic 
frame 1 wanted, and clicked the mouse button to 
capture the image. Several DCTV owners warned 
nu- Ih.il getting satisfactory videotaped images into 
IJC I \ would be the most difficult task for me to 
ticcomplish. As it turned out, 1 was more than 
satisfied with the results, especially when 1 viewed 
the images from a typical classroom viewing 
distance. 

To capture images from videotape with 
DCT\', you must ha\'e a VCR that is capable of 
\ crv stable still image display as it takes up to 10 
seconds to complete an image capture. That means 
you need a four-head VCR. I used a medium grade 
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CDSrOMEJ! SERVICE 14121 9«2-CI5}] 

CimOMER SERVICE HOURS 
W i.jn. ' 5 p.iti. Mondai thm Frilar 



rs Only usa & Canada 

1-800-258-0533 



INTERNATIONAL 

ORDER LINE 
412-962-0557 

FAXORDERSr 
1-412-962-0279 



fTWHw' 



wTiiie supplies tast 



i^^ Primer a 

lotor Printer 




MORE COLORFUL 

'Higr, rf ^3 ii:isirn£rTr^i transfer cao' 

printing, 
' Prwifra'i co^sr is Crismef. rictMr, sharper 

ano more vicranitnan omer color qflnting 

Ieclinofogl«. 

MORE EFFICIENT 



•Ea;;EuS»iMttlc-,;.\::^";,-: 
On/Off ana On h^. 

SEE THE RESULTS FOR YOURSELF 
SMlPil PBiNT- is ifefunaeo on purauHi 
Sendyouf Plctmon sn Amiga ast I we Mn 
ittum to i«u 1 ixini of your iwim. 
SEND TCfc PRIMERA OFFER- c/0 Computef 
Msia, inc. 1(90 N.HemiraoeRa. 
HemiMge. pa 1Si48 





NEC MultiSpin SsLj^..... |389 

NEC Triplespeed 3XP... $499 

TEXEL 3028 internal $399 

• AM units are Amiga ready • SCSI interface required 
Includes asim CD software • 



CD SOFTWARE SBLECTION: 

Ktin GIFS GALOIil 
S19 



PMSTLAME 



Gmtpouw 

fwmUGA 
4000 

Upt0 256WbRAM 




QpdVmQ^ /< 



video 
Processor 



Plus this card into tne Main floara ana 
ado a weaitn of addftionai features: a 
2fl-Bit frameBratber. aeniocker 
cuitomiiabie Dlgitsi Vid» SgiglS 
Effens, and muen more qye'gB 



IAIN BOARD 

^2a Bit Graphic card 



£jf::-- _ ,.^Ti 

Video Suite | 

vtd^Q/aggi&fiiiwng switching and 
trsnicoaing device wfiicn connects 
CirKtii' ro ifie vOeo Processor 



TEXTURE CtTY 

I0D fi?fnii4»<il g''co^li boikfraEiid 

AUDIO RESOURCE 

tD&aKnj:iJi.lH «l.*,rv™..,*Pi ^iwrolOM 

GRAPHICS RiSOURCE 

■ Kid) pinilw pi-Dgillinv DnimolsmJl Irnfqi- 

COHNOISSiUB AbT CDILCCTTOH 
40fiimhii(Brt.(iTw&HJ>r^MjDTi I Wilt. 
HEROIC AOE SPACE f LIGHT 

ULTIMAn MOD COLlEaiON 

1 'Cd Mad U« crd runcu^ E>f4< Vsd miH 

AMIMET 

WmfiK Grnm ULni(!J« ff^fticTHBiJ rr«:l 



S19 
SSI 
S19 
522 

$19 



iinTS^iDhx 



COLOR MAGIC 
MEGA MEDIA 

MUITIMIDI* 

SUPER SPACE <.. 

riJM p.(t«Tri Bf n« fr(* ^^1. aju * •' 
BUTENBERG PROJECT 



$19 

S29 

»Da^ 

$29 

S55 



CALIGARI BROADCAST 



Up to SOOO K BOOO Dixs! resolutidn. 

Direct suDDort for single frame 

contraBer;. 3D Studio and wavefront 

file compatible. Animatabie 

Defcrmations. IFF V, output, and 

. mucn more. 



CALIGARI 24 

Modeler, renderer and animator 

emploving virtual reality tccfinologv Full 

ODject editing funaions InciuOIng point 

edit, real-time feeobacK using a virtual 

reality interface, fast rendering of 

photorealistic Innages. ACA. IFF suBoort 

for textures and output 




nr 



t-^ — I — 1 J —i^y,//f'M. 




"■',ou;b ■ nor-Q.'.'Sj , 
Red - Black Blue - BlackC 
Black- Black l«dy bug ^ 
_i;ed- WHiTe - suit 



% 



-->MlGMPH, 



) 
) 
COLOR HAKD 



Three swnnersln one! scsn cotcr trje grayscale 

and monochrome line art. Perfect for video 

multimeiaia, desktop publishing snd more. ' 

i Scan Modet: 262,144 coun; «j9€ colon 

SI mje vrfKiUS: moflochrame text 

W-4C0flpl icm«d Oft *can moae HiKtedi 

coiorKit software ■ Quick, acotirjce szx 

^aveiFP, HJlM-3, .Slid 2d-[>lt IFF 

Paraneiinwrficfl with cable 

ACA cdmEHCibie 

QCBjr Teiirrwo3rijtlpri-yW3v3)lacieooiien' 



• Ergonomic ana AnlsticiIesTgtr'^^ 

• V^li-Stnjctured ball cavltv 
design, giving smooth rolling 
s precise control , 

• stream-lined buttons give 
moreccmfortaDledicks 



r!NER 




PROFESSIONAL PACE 4.0 

fturtomsiic CerSf^ func-tsrvs automats mcit routlrtfr Hge tayou: and OTP 

lasts. Page Genres automaticaiiv create custom page la^^uts; Function 

iCenies provtdE new esse cf use and user customi?aticn cf orogram New 

features include: unco button, irregular text <ATap eohanceO coior 

separailon ant) under cofor removal algoritiims, outotmnti for QLtput of 

PROFESSIONAL DRAW 3.0 "'='""'" 

An abjKt crienxo cclor Qrachi; cesign ana lilustration tool fww ha? 

vnamJ; rrct nai: to Pro Page l £f, and mors Eh3n SO automatic functon and 

ttwi Geries for fa« effortless creation of prcfessjcnai-quaittv artwory 

Over 27S ARea ccmmarxK 3TCw user to eoi: or create Cenie^ Text and 

coiDrhafidting, enhanced coiorseMradoaautatiling undo reflo induces 

l4SoiecE cfip art collection and utilitv allowing struct urefl drswEng clij:s 

to Ce converted to iFf Citmapi. 



both for a low 
price of „ 



PROFESSIONAL CALC II 

i triscflometnt. 
I ' jictcns Craftii: : 

6 ^ ,=. ,=. I'tsrface 
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VIDEO DIRECTOR 

::rr.c:=ce svr.em fcf cli:! s eas,- 

ediirg cf v>oeo-t3pe, indjOes 

Ecftv/3ffi, unrvsreal remcte. and sertaf 

K-rt jn;erfa:s for VCfi cf amccrcter 



'1S9 




MONOCHROME 

HAND SCANNER 

with 

* Touch- Up v3. 

(AGA compatibiel 

' OCR Jr. text reader 



iiow^199 




243it Frame Buffer and Worfedencti 

Emulation Analog RGB output. 8QO)(SO0 

--- . . fJliSflBI! 167 million color display 

fJon- Interlaced F Jll worfccench Emulation with re^oluTion 5uch as iO!ax76B 

or 13K)xi02a tn 1E colors or even more! Ud to JJOOxlIOO' Paint program 

comes with Retina THe Ret na can sttil M usetJto disptay 3dBiT grapmcs while 

emuEating woiwencfi. Requires the 2 qr greater operating system 

W/2MB...J9MQ Retma video Encoder 

iii/ii»B abS? S'VHS+Camposit6 0ut....$l2a 

W/MM6...JgyB 10B4 ADAPTER $24 



i:^.bjitf.tQip^aiJ3ilJia 



i^ 



24 Sit Realtime vitteo 
Digitizer ACA Support 
Digitizes Full Frame 
In 1/30 of a second 



— -s mtemai for the A2000, 
— -^ 5000. and 4000. 



New External for 50O. 
600.1200 



^i7§ 




The Toccatta is a full I6&it audio digitizer with 
5 stereo Inputs, digitise at tip to oe hj tr i6Btt 
and BSi: direct lo hjrdaisK, Plavbadt from 
HardDisic up to 16 cl\annei& in lesit H Times 
Overstamping. 16 ampiing rates, Freq 
ResDonse iq hz to 20 khz. ^mgitar^eous 

Cj^-'.tJCV :rDm H^rdcr.ve, ^^f^ffii 

iV]ULT]l-^\/£H-AVD?.-iO 

Reouires Art DepartmentProFeisionai 
orMorphPlus 5 ARexx -Am-gaDos 2.W or hignef, 
MtiltiLave; for ADPro i; a comKKriing»iavennff 
intefface for video profe!s,-cna 5 i itv^\% uS4ng 
ASDC S AtJPro program as a composiling ejiglne 
Improves ADPro s imoreave anay of com- 
positing functions. Contral up to 100 Uyers 
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StanOardParticie and Real world 

Kinematic animaton System for 

Lightwai^eJO 5 



FINAL 
COPY II 



hll,lll.;fr. 



MONTAGE 



For high QualiTv 
prnt-DLtS of personal -^ ■ ■ 

and Dullness ' 

documents ConiDinesrraBiticrial word 

processing features with sta:eof the ^l^ 

pnntirq lechnaiogy Includes 3J outline 

r^pefaces, a 1 4 miiilon v/ard speller, a 

TW 000 synonym thesaurus 

w<Th definitioris. grajihlcs 

suDPortiSmore. 

TV PAINT 2.0 



ca:>;3ge5 m^Tan; 
fearufcs cf Ti Paint 
2 include image 
Vinipufa'ion. Drawing 
"j3j ESioraTco's 
-:-cc5i. ina'isr. 
=e.;ef.Oiruiii«afla 
muai.[rajdinicrB 





MONTAGE far 2:. 

3,0 i Toaster 4000' 
Ti^efirsi high end 
offing aoplation ic 
dire-'.- tjcccr -j-e 
Teas!? 



$M9 



g^LdANcSRILLIANCE 

IE: ^139 



A oo/.erf iti and intuitive paint paeloge. 
Features: well laidout user interface. 

ejctremelv fast, multiple picrure h anlm- 
atiDH buffers mJi^lE'eLrcJo-'redss mLCh 
more.'Succctt; ■ - : -— t; Sibit. 

256coinr, aric : . -■'■'.i min . 

mare recon" ^ . ; : ■ " graphic 



PROWRITE 3.3 

word processor nas 

print preview f-.^"' 
automatic text ficw c- :■■;--;■ 
around grsphics 
vertical rulers. 
[fissword proterticn 

plcnrena/nlngand | 
seanuuiw. more. Alio f 
has Kotiinits supper: 
so you ca:n intercnange vour 
documents witn other 
applications for Integrated 
word processing jtnfl DTP. 
AmigaDCS ZOconoatiblE. 

ONES 
MUSIC 
SHOP 

i6-Sii.J2 voice 
Fully d-gital stereo . 
audio 4f/3sdun(jfile 
K'V.E-MuCISDrOCfasnr 
iS=Kh:to2ffl(W 
freq-jency respyise 3 . 
cutouts at siSB*/ tn:o 
Ctims, integrated '10. 



BARS & PIPES PRO 2 




P;!:;^:;/:^^;!!'^] 



Get Pagestream 2.2 now, and 

receive version 5.0 free when 

it's released! Pagestreann is 

Amiga world's Experts' Choice 

and Amazing Amiga's users' 

Choice. Pagestream 5.0 can 

even load ProPage documents 

and It's AGA compatible! 




|M»©£;jjJJtH ART_EXPRESSION 

149 



Create Eiitmap 
and outline fonts 
for ail vour 
programs! 
Convert and edit! 






Full ■featured outline 
ifiusiration program 

LriMii cTtej'. artistic iliustratrons 

K^ i- tL ^-ij : [:z:.^■^tsto^l^*T of color 

jr^ Ine s?(-les. Croups/Ungrpuos 

Locks/Un locks Rips ana aligns ocjKts 

Rotates oDiecis. suptMn Aoose ivce ^ 

oudne 'fonts 



Circle 101 on Reader Service card. 




:\'T:?. u^AM^^it 



BBS 



9 |»^|10l 



m^s^j^^j^yji 



y6i 

...tarmatiaa • Service tip* 
ma racts and mucli moral 



Orders Only USA & Canada 

1-800-258-0533 



9-9 Weekdays 
10-8 Saturday 

l2to5on 
Sunday 






Lots pf ^ew,., _ 



THIS EXCLUSIVE A1200 PACKAGE IS 

ANOTHER GREAT AMICAMAN VALUE ... 

PitkaQe Enciudes an Amiga 1200 computer 
w/powersuppfv. mouse andTV adapter plus thesa areat 
software titles: Pljiball Dreams arcade pinball simulation, 
DoniACA, ana quick write wsrti prsceswr. 



High speed 

68030 

Accelerator 






W/32 Bit RAM Board up tO flSMBRAM. Math Chip 
Option. Includes Realtime Clock 



50 MHz 68030 w/mmu 

50/0/0 $379 
5O/5O/o0cyg' 



irtlUE-i* " 



40 MHZ 68EC030 

40/0/0 $299 
40/33/0 $^0g 



MBX 1200Z 



MATH CHIP 32-B(TWIDE RAM And REALTIME 
CLOCK FOR THE NEW AMIGA 1200 

FPU. 32 Bit Memorv.w/ClDck Calerdar a Eat for the 1200 

laMHz 68381 25MHz 68882 50MH2 68882 
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Your Number One Source 

; for the world's First 52 

BIT Graphic Multi Media 

and Entertainment 

Console! 



!|^: 






■ i J IVMci^BoticsJnc 

FASTEST MODEM ON THE AMIGA 

TWO moflHi -Mqi rtf msi and RS-235 Enernal with metal an and power. 
Internal Hodem 19 v.'cfjs in AIOM. AJtCO and MXXi, Frees user from 
Dependence on tne naiive Amiga senji cort- ^ ^ 

Enernal mxJeni 19 wofts witn ani serial pon computer ^'p 




EXTERNAL 
IDE CASE 
instati Youf Favoritt 3 
IDE 3-$ HARD DrriVf 

Jnctude^ AH ca Dies and connectons 



SCALA MM 210 





All Untti Incrudf 



Single Bay ooen or Closed front S99 
upright Case fcr single 5.5HD si 59 
DusI Bay For 2 nsif height HD's t^^g 
Four Bay open front (not stiowni S259 





• 2 MB RAM 

• 14 mhz 68EC020 Processor 

• Dual Speed CD ROM Drive 

• 11 Button HandheM Contoller 

wltn connections for optional Mouse. 
Joystick and Keyboard 

• Video Out to TV or Monitor 

Now av.illaSle: MPEG Motiuie for movies 

Call for pricing 

(g[£)g 



Now in Stock! 

ARABIAN KNIGHTS 

TROLLS 

DGErJERATIOH 

DEEP CORE 

MEAN ARENAS 

NIGEL MANSEL 

ROBCODJAMES POND 

WHALES VOYAGE 

ZOQL 

LIBERATION 

CASTLES It 

OSCAR 

FIRtfORCE 



S25 
£39 
$39 

S39 
S39 
S39 
S39 
S39 
S44 
S39 
S39 
S39 
S39 



January Releases 

ALFRED CHICKEN 

CMOAS ENGINE 

DANGEROUS STREETS 

DIGGERS 

REACH OUT FOR THE GOLD 

SURFNINJAS 

TFX 

TV SPORTS DUO 

WINTER SUPERT SPORTS 

JURASSIC PARK 

LEGACT OF SORASIL 

LOTUS TRILOGY 

UBYRINTHOFTIHE 



S39 
S39 
S39 
S39 
S39 
S39 
S39 
539 
S39 
S39 
S39 
S39 
CALl 



: "^'1VKJS1C-X2.0 CEARWORKS 



c- tre cfiiprQSverswr wth the 

:-. '■: TC.t Vi5 grjce note & firs^sf 
".M-c; ifiat msY cccji while 

r.:'z.-.c ^Lsrjz^r mcauie, ^m 

r::uJ$;NCIT*TOT'X 




Gear Works^* 15 Ih? mogl unique puzzk 

Qsime 10 l>il the market in years, in Gear 

Wor1i$^'*, you will connect vinous guis 

logeihet m ordflr to transiorm TweJve 

'iVonder; ol the Anciant and Modern Work! 
jntE) time pieces. You Qmld Ihe inner 

rmc^^njS1rts by linking togetfer gears whiFe 
racing against tinie and tigihling friclicn. 

Walcti oul lor the Potiins, two gremlin-like 

crea^jrein ttiat will Irustrate your progres:3. 




ABai/^A V euiEire all shirts are so% 
AMIGA T' SnlKTa cotto n. 5q% polyester 



AMIGA 
POLO SHIRT 

■.VniT£ Sports Shim 
FOR Casual WEAR 
Bouncing Ball wo 
Shark Logo, Si2^$; 
M. XL 




AMIGA 
MOUSE MAT 






AMIGA 
JACKET $B,& 

American Hade, ^&^ 

Hf AVYWEIGHT NtLON. 
B^ST OUALITT LiKtD 

WiKTER Sports Jacket. 

AULOWUPTOSrttEHS. 
SlirS; S,M,L,XL, 

xkl avail s7 exha, 
Embroider name S5 extra 

AMIGA MUGS | v 

2 GBEAT MUGS aaa ' 

TO CHOOSE FROM! IJBi 

• I LOVE Mt Amiga 

• You've cqhe » long wAr sabv 




A3Z0 AIRBUS 
AUENS3 
AUENBREED2 
ALFBEB CHICKEN 
ARABIAN NIGKT5 
ASHES Of THE EN PiRE 
ATRAJN WCONST. SET 
B17 FLYING FORTRESS 
BART VS THE WORLD 
aATriEISLE'93 
BEAST L<»0 
BIROS OF PREY 
BLADE OF DESTINY 
OB 
S BAD DAY 
BO0VBLOW5 
BODYBLOV^S GAL4C1K 
BRLTTAL SPORTS FOOTBALL 
BtmHINS HUaBFB 
CAMPAIGN 2 
CANNON FODOEB 
CARCKAXXS 
CHAOS ENGINE 
CJVILIIATKW 
COMBAT AJR PATROL 
CYBER PUNK 
DARK SEED 
DEEPCOHE 
DENNIS THE MENACE 
DESERT STRIKE 
DISPOSABLE HERO 
DOGFBHT 
DUNE 2 
FALCON 
FATWAN 

F1I7A STEALTH 
F17CHALLENGE 
FffiHTER DUEL PRO 
FLASHBACK 
FROmEHEUTEZ 
FURYOFTHEFURRIES 
GENESIA 

GLOBAL GLAtJATORS 
GLOBAL DOMINATION 
GLOBDULE 
GOALISOCCER) 
GUNSHIP2000 
HARRIER ASSAULT 
HIRED GUNS 

HISTORY UNEII914l9iai 
I5HAR2 
JET STRIKE 
JURASSIC PARK 
KIDS RULE OK! 
KRUSTYS FUN HOUSE 
LEGEND OF KYRANDIA 
LEMMNGS 
LEMMINGS 2 
LORDS OF TIME 



S44 LORDS OF POWER 
S34 THE LOST VIKINGS 
S34 MEAN ARENAS 

533 MEGA FORTRESS 
S3 1 MICRO MACHINES 
S2d MORTAL KOVIBAT 
$44 HASCAR CHALLENGE 
S40 MGEL MANSEL 

534 KIFPON SAFES IMC. 
S39 NICKY 2 

$26 NODDYSBKSADVENriRiE 
$37 OVERDRIVE 
548 OVERKILL 

533 OUTOFTHiSWOfM^ 

534 THEPATRIQAN 
$34 HNBAa DREAMS 
$34 BNSAa FANTASIES 
$34 PROJECT X 

$34 QWAX 

$44 REACH FOR THE SKIES 

53B RULES Of ENGAGEMENT 2 

$16 SECRET OT MONKEY ISLAND 2 

$34 SENSJBLE SOCCER 

$44 SIMON THE SORCEROR 

$31 SIHANT 

$34 SKIDMARKS 

$47 SLEEPWALKER 

$33 SOCCER KID 

$32 SPACE HULK 

$34 SPACE LEGENDS 

$34 STARDUST 

$44 SUPEHFHOG 

$36 STOPPCIKEB3 

$19 STHP POKER 3 DATA 

$39 SYNDICATE 

$44 TERMINATOR 2 

$19 THEATRE OFDEATH 

$37 TOM LANDRY STRSTIGY FOOTBALL 

$36 TORNADO 

$37 TRIPLEACTKN»2 

$34 TRIPLE ACTION '3 

$39 tBIPLE ACTION «4 

$39 KIFU ACTION US 

544 TOO HOT TO KANOIC 

$39 TROODLERS 

$37 TROLLS 

542 URIDIUM2 

$44 WALKER 

$40 WAR IN THE GULF 

544 CARMEN SANDIEGO-TIME 

$38 CARMEN 5ANDIEGO-U5A 

$34 ORMEN SANDIEGO-WORLO 

$31 WHEN TWO WORLDS WAR 

$20 WIZANDLH 

$34 WONDER DOG 

$38 WOODYS WORLD 

$29 WORLDS OF LEGEND 

$37 YOJOe 

SI 9 ZOOL 



MA tittes 



IB69 AGA 

ALIEfl BREED 2 AGA 
AIRBUCKS AGA 
BODYBLOWS GALACTIC AGA 
BURNING RUBBER AGA 
CHAOS ENGINE AGA 
DENMS THE MENACE AGA 
DIGGERS AGA 
FATMAN AGA 
ISHAR 2 AGA 



S3S 
S37 
S41 
S37 
$37 
537 
S34 
$44 
S39 
S37 



JAMES POND 2 AGA 
JURASSIC PARK AGA 
MORPH AGA 
NIGEL MANSEL AGA 
OSCAR AGA 
OVERKILL AGA 
PINSALL FANTASIES AGA 
SIM LIFE AGA 
SLEEPWALKER AGA 
SOCCER KID AGA 
STAR TREK 25TH AGA 
WHALES VOYAGE AGA 
ZOOL AGA 



$31 
S36 
S37 
S3a 

534 
S26 
$37 
S35 
$38 
$39 
$44 
$38 
S3J 



MAILING ADDRESS: COMPUTER BASICS, INC. 
1490 N. Hermitage Rd., Hermitage, PA 16148 
FAX: l-ai2-952-0279 



intimatlorMlOrders met apo. fpo.i Send 
copy cr FA( of front S use* of cnarge CiH 
w/iignaiurc. Call or fax For shitping 
quote. 

coo orders OK. AOd J5 Prices suDject to 
cnange wltHOut notice seturns accept- 
Ed for 10 Days after date of ourcrase 
call Customer Service for RA# before 
returning. Defectives repiaceo wiui same 
liem 15S fiestocklng Fee for items 



NO additional charge for FedEi' 

For v/hat others charge for UPS Ground we deliver In 1 d ays or less. 

SHIPPING - NORMALLY WITHIN 1 BUSINESS DAY! 
W5 ODUXO OR 2 MV SHIPPIIIC BY f IdEl 

$0 TO $99 K Wlnlmaiii Ss 

$99 TO $«$ _ S% Minlmui!! 57 

$201) TO $499- i% MKilmura $10 

iSN TO S7<I9 S% Mliilnium S20 

saw 2J% Mlnhttum SM 

FedEx overnight ado S6 to :3bcve 
PR, HI, AKaadSiaioaOave 

APO. FPfii CANtOA are snioped Dy Mall "iaiKa\tianmei&maia same 
add 53 to above customer responsible tcf return snipping. 



*f5r traefs unoer Ittas. in the tonttnental US, Aiioreers fu-iv insured, Hanitors, computers, 
pdfiters and otnerneavy items may incur aPiirifO rial cnar9es..,c3il for shipping quote 



Circle 101 on Reader Service cord. 




consuniLT unit, the Sony SL-686 VHS deck. Sony discontinued this 
unit, but its replacement is under 5501). You might have to look 
around for a unit with satisfactory still frame, but you surely will 
need it. I also found that when you use DCTV to capture video- 
taped images, you need (o avoid interlace flicker created by the 
paused VCR. I wasn't happy with my first attempts because the 
le\'el of flicker was very objectionable. The solution to this problem 
turned out to be \-er)' simple. All you have to do is choose the non- 
interlaced button in the DCTV image capture program. There is 
also n tape mode that you must select if you decide to capture 
images from videotape. The button is off by default, and I ended 
up redoing several slides because 1 had forgotten to select it. The 
button causes CX^TV to add a time-base correction step to the 
scanning process. Without this step, your images will have 
excessively jagged vertical edges. I knew T needed to use it from 
my previous c.vperiments, but when f sat down for a second 
session of image capturing, 1 was in a hurry and didn't notice it 
wasn't time-base correcting until I had sc\'eral images scanned. 

Once 1 completed scanning the images for my presentation, I 
created the text slides. T used the DCTV' paint program to create 
several different graduated backdrops for textual material. DCTV 
has several graduated fill options. My fa\'orite is a circular 
gradation that 1 shaded from bright yellow to white. The center of 
the circle was displayed slightly off center to the left of the screen, 
and it made a great background for opening titles. The image 
resembled a rising sun, and 1 felt iS was appropriate for a presenta- 
tion on the Renaissance. Graduated displays created with DCTV 
are very smooth when viewed on an NTSC monitor, and I found 
them to be \'ery pleasing to the eye. I have included a couple of 
examples of the finished text slides. Since I do not have permission 
to publish any of the graphics from the commercial videotape 
images, 1 have included one from a home video so that vou may 
judge the image quality for yourself. 

I used Ari Dfimrtinait Pyofesskmnl to letter my text screeiis. 
The DCTV paint program will do titling and lettering, but since I 
was under a limited time constraint, 1 didn't want to take the time 
to learn how to use DCTV's text functions effectively. 1 already 
had previous experience with slide lettering while using Art 
Department, and so I used it to letter my slides. DCTV and Art 
Department Professional work quite well together. The onlv item 
that vou need to be au'are of is that after you ha\'e captured vour 
image, you must sa\'e the CXITV image in 24-bit format before 
loading it into Art Department. After designing the background 
screens, 1 reloaded them into DCTV and sa\ed them again as 24- 
bit images. The 24-bit images take up a lot more disk space than 
standard DCTV iniages. Once you have completed lettering your 



slides, the 24-bit files are no longer necessary, however. Art 
Department has a function that allows the display of a DCTV 
image directly on an NTSC monitor, so 1 could quickly and easily 
\'iew mv text additions in final form as 1 worked on them. 1 could 
then sa\e the images in DCTV format directly from Art Depart- 
ment for final display. 

1 used Amif^aVision to do my presentation. It is easy to operate 
and simple to learn. One secret of making buliet-proof presenta- 
tions that 1 have learned is that if you start your AmigaVision 
presentation by double-clicking the presentation's icon, rather 
than by loading the AmigaVision editor and then loading your 
presentation, the only way to abort the presentation is to warm 
hoot the computer or shut it off. If vou load the presentation into 
AmigaVision and present it from there, you may accidentally 
abort your presentation by inad\^ertently hitting the right mouse 
button. 

DCTV images display nicely from within AmigaVision. Since 
DCTV images are not standard Amiga images, however, there are 
several AmigaVision display transitions that don't work as 
expected v\'hen used with DCTV graphics, making these transi- 
tions unusable. There ivere several to choose from that work 
properly, and I made do with those. There were also a few that 
worked; howe\'or, they worked in a slightly different fashion from 
normal. Some of those transitions were appealing in their own 
v\'ay. Just a few minutes of experimentation will tell you which 
ones to use and which ones won't work. 

When it was time to do my presentation, I used a 2S-irch 
screen to display mv output, and since the school had only a 
television — no video monitor connections were a\'ailable on the 
unit — I fed the DCTV video output to the video input on an 
inexpensive VCR, I set the VCR output to Channel 3, and my 
images displayed nicely on the large screen TV. A true video 
monitor would have been a better display device. One advantage 
of the VCR/TV configuration is that I simply put a videotape in 
the VCR and recorded tlie graphics from my presentation directly 
onto the videotape. Should 1 wish to do this presentation again, 
theoretically, I could use that videotape instead of hauling my 
computer around. 

One disadvantage to using a DCTV rather than mv normal 
display genlock is that I cannot use my Amiga i9!i0 monitor to 
vicnv the display during the presentation. EXZTV images arc barely 
discernible on your computer display. In my case, since I was 
using the RF output on the VCR to drive the tele\'ision, I ran a 
cable from the Video Out connection on the VCR to the Video In 
connection on an Amiga 1084 monitor that 1 placed within my 
field of \'ision. This method was more than satisfactor>', as I used 
the RGB connection on the monitor to view the Amiga output 
\vhen 1 started up the A3000, and foimd mv presentation. Once I 
started the presentation, I switched the 1 084 into composite \'ideo 
nutpi.it so that I could view the DCTV images directly. With A 
DCTV connected to the large screen monitor, the audience sees 
only a blank screen until a DCTV format screen display appears. 
The audience won't have to see anything that you are doing to run 
your presentation until the first presentation slide is displayed. 
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Do you work your Amiga to its limits? Do you do create your own pro- 
grams and utilities? Are you a master of any of the programming lan- 
guages available for the Amiga? Do you often find yourself reworking a 
piece of hardware or software to your own specifications? 

If you answered yes to any of those questions, then you belong writing 
for AC'S TECH\ 

AC'S TECH for the Commodore Amiga is the only Amiga-based technical 
magazine available! We are constantly looking for new authors and fresh 
ideas to complement the magazine as it grows in a rapidly expanding 
technical market. 

Share your ideas, your knowledge, and your creations with the rest of the 
Am.iga technical community — become sluAC's TECH author. 

For more information, call or write: 

AC'S TECH 

P.O. Box 2140 

Fall River, MA 02722-2140 
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I recently read a philosopher who 
remarked that the hardest part of • 
writmg his latest book was deciding 
what material to leave out, not what to 
put in. This is the way I feel when 
writing a comparative article such as 
this. CanDo and HELM are both so 
feature-fiUed that it is impossible to 
compare everything in the limited space 
of a magazine article. With this in mind, 
let me forge ahead with the comparison. 
I will be discussing CanDo v2.51 from 
INOVAtronics and HELM vl.37 from 
Eagle Tree Software. 



D I UnrtaMed 



Installation 

CmDo and HELM are extremely easy to install. Both use the 
Installer program from Commodore. As 1 mentioned in CnnDo 
Part 4 {AC y.l2), CniiDo does not allow the user very many choices 
durinj; installation. HELM, on the other hand, allows a variety of 
choices. Tor example, the ii.'ier cm select which sample programs 
to install and decide whether or not to overwrite an existing 
shared librarv. 

Paradigms 

CanDo uses the deck paradigm. A deck is a CanDo program 
that consists of one or more cards. A card is basically a window 
containing; various objects that make up the user interface. Each 
card and its objects recognize certain events such as mouse button 
clicks. When an event takes place, a script can be executed. This 
gives the program fimetionality. 

HHLM n.ses the book paradigm. A book is a HELM program 
that consists of forma and pages. Like cards in CanDo, forms and 
pages are windows containing \'arioLis objects that make up the 
user interface. 

Forms are a powerful element of H LLM. If several pnges are 
needed that contain some common objects, vet some different 
objects also, then forms are the ticket. A form can be designed that 
contains the common objects, and then several pages can be 
created that each inherit the objects of the form. Additional objects 
can be added to the indi\idual pages to complete the interface. If 
these pages all need a new object later, it can simply be added to 
the form, and it will automatically appear on all the child pages. 
This is an object-oriented approach to building the user interface. 
To simulate this in CanDo, one can create a card containing the 
common objects. This card can be copied several times and 
additional objects added to the copies, if a new object is needed 
later, it has to be added to one card 
and (hen copied to all the other 
cards. 

Like CanDo, HHLM's objects can 
respond to certain events. Howe\'er, 
in HELM, there are two ways to 
respond to an event. One way is to 
use a script. Another is to create a list 
of actions. Actions are essentiallv 
pre-written scripts that perform 
common tasks and can be sequenced 
interactivelv using the mouse. 
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Interfaces 

CiiniXi starts a new deck with n blank cord. The tools lor 
adding interface objects to the c.ird <ire on the Main Control Panel, 
which is on a separate screen that partiallv covers the card (Figure 
!)• 

HELM takes a totally different approach. A new book starts 
with a blank page, but the tools for adding the interface objects iii\' 
n\ ailable via pull-down menus attached directly to the page. All ol 
the puli-down menus reniain available for the user of a book 
unless they are removed or disabled by the programmer. To make 
the editing of a page easier, HELM presents various tools via the 
Tools menu. When a menu ilem in the fools menu is selected, .1 
small window appears on lop of the current page that contains 
tools for easing the task of interface building, Figure 2 .shows 
several of the tools windows open on a page. 

HELM comes with a special book called Bookshelf. If this 
book is in the same directory as HELM, it will be executed 
automaticnilv each time HELM is run. Bookshelf is a simple traffic 
cop program that allows other books to be executed bv clicking on 
a liutton (Figure 3). .New books can be added to the bookshelf. 
CanDo does not come with an equivalent program, but one can be 
created quite easily by creating a button object, duplicating it 
several times, and adding a short script to each of the buttons' 
OnRelease events that use the LoadSubDeck and OpenWindow 
commands. 

Objects 

CanDo and HELM both have manv similar objects that can be 
added to a card or a page. They include such things as buttons, 
text entrv fields, timers, menus, list boxes, etc. However, there are 
some objects that only one or the other has available. 

HELM has a chart object that allows data to be viewed In 
several formats such as bar, scatter, pie, line, and area. It also has 
many different selector objects. Some of these are Calendar, Check 
Box, Clock, Cycle (a real rollo button with a right mouse button 
pop-up menu). Item Slider, Matrix, Multiple Choice, Palette, Pop- 
up Menu, and Radio Box. More are available. Some selector objects 
are available in CanDo, but not nearly as many as in 1 1 ELM. 

CanDo has a few objects that HELM doesn't have. It has a 
Key Input object that lets you trap certain key combinations and 
execute scripts. CanDo also has an Animation object and a Sound 
object. The first allows scripts to be executed at user-defined 
frames during the playing of a BrushANIM. The other allows 
scripts to be executed uheii an KSVX sound begins to plav and 
another when it ends. 

HELM addresses sc\'eral of the complaints 1 have had about 
CanDo. First, objects can be selected, sized, and mo\'ed bv simply 
clicking on the object and dragging tire mouse. This is a real time- 
sa\'or \vhen rearranging a user interface. Second, label text can be 
part of an object rather than having to write a script to add the 
text. This means that when an object is moved on the page, its 
label text goes with it — no more editing a script to keep it 
positioned correctly. Third, HELM has shape objects. Lines, 
curves, o\'als, triangles, rectangles, polygons, and arrows can be 
added to the screen by drau'ing them. As with a structured 
drawing program, these objects can be moved and sized easily 
using the mouse. You can draw \'arious shapes on the screen with 
CanDo, hut it creates a script rather th,in an editable object. Using 
this method, a shape can be changed only by editing the script or 
deleting it and starting aver. Fourth, HELM allows several objects 
to be selected and grouped together. They can be ungrouped later 
if necessary. Also, several objects can be saved to disk as a custom 
object and then loaded into another book with ease. 

One thing I dislike abovd 1 lELM is tliat its text entrv fields are 
not Amiga standard whereas CanDo 's are. The text in the field 
cannot be deleted using the RightAmiga-X key combination. 
Rather, the text has to be selected with the mouse and cleared, or it 
has to be removed with the backspace or delete key. 
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Event Handling 

CniiDo .Tiid HELM bplh cjn dek'Cl and rc.-ipond k> ,^ number 
of obJL-ct events in a program. Generally. HLiLM supports n iew 
more events than CanDo. For instance, HELM can detect a Right 
Mouse IJulton (R.VIB) click (MenuDown or MenuUp) for some 
objocis, CanDo cm detecl a K.MB even! Ill rough ils 
RightMoiiseButton object but it is generic to the whole card rather 
than object specific. However, CanDo can detect .1 Drag event; 
HLLM cannot. 

As mentioned earlier, HELM can respond to an object event 
in two wavs. Actions can be executed or a scrip! can be executed. 
Actions are built-in routines that can lie selected with the mouse 
(Figure -1). Se\'eral actions can Lx' sequenced toj;ether for event 
handling. This is nice for simple event hanilling, but for more 
complex tasks; scripts are required. In CanDo, a script must be 
written to handle an event. 

CmDo and HELM each have a ver\' large number of 
commands and functions that can bo used wilhin scripts. Thev 
handle such things as numeric and string manipulation, 1 /O, 
graphics, sound, music, etc. CanDo takes a standard approach to 
programming a script. Examples can bo seen in my regular CanDo 
articles. HELM, however, allows both a non-standard and a 
standard approach to programming a script. For instance, if you 
wanted to assign a value of 12 to the \'ariable MvVar in CaiiDo, 
you would enter: 

LetMyVar=12 
!n HFLM, j'ou could enter one of the following: 

MyVar=12 

put 12 into MyVar 

HELM also introduces the concept of a container. A containei- is 



like a variable except it can contain much more than the standard 
numbers and text. Containei-s can hold any type of object that 
HELM supports such as buttons, image fields, text fields, pop-up 
menus, etc. The properties of a contahrer's object can be changed 
with the Set command and obtained w" ith the Get command, this 
is a very pmverful and consistent way of handling object data. 

Tire script editors in CanDo and HELM are verv similar in 
that they each support cut and paste, search and replace, and other 
common editor tasks. CanDo uses a separate script for each event 
that an object can handle. Thus, if a button recognizes both a Click 
and a DoubleCliek event, the event handling for each is in a 
separate script. 1 iF.I.M objects have only one script containing all 
of the event-handling routines, 

CanDo has F'ditor Tools along the right-hand side of the 
editor window (Figure 5). This is Liseful for inserling the names of 
files or ha\!ng CanDo write small scripts rather than typing them 
in. Other tasks can also be handled via the Editor Tools. HELM 
does not have an equivalent feature. 

Commands in CanDo have to reside on one line regardless of 
hou' long the line is. I'his caii be a headache when printing scripts 
since some lines can become quite long. HELM supports a free- 
form style that alKnvs commands to be wrapped around to 
another line or combined on one line. This can make for some 
unreadable code if the programmer does not adopt a formatting 
standard. 

Graphics 

CanDo and I lEI.M both support the new AC/V graphics 
modes. .Also, as voli would expect, CanDo anti HELM support IFF 
n^BM bitmap files, Brushes, .ANIM-S animations, and 
Animlirushes. I IliLM supports all of these formats directly; CanDo 
supports all hut the ANIM-.S format directly. Witli CanDo, ANIM- 
5 tiles nuist beplaved using an included utility named 
Animl'layer. .As mentioned earlier, CanDo has an object available 
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that allows scripts to be synchronized with a Brush/XNiM. 
.AnimPlaver allows synchronization via .ARexx message passing 
(see CanDo I'arts 5 and 6 in AC '■>.] and y.2). 

HELM has a built-in paint program. It is not as powerful as 
something like Dcliixrl'diiil IV, but it has all the basic tools 
expected in a paint program. Image manipulation tools are also 
available. All of these tools can be used in an application. HELM 
allows many different Iransilion effects between pages. These 
include wipes, scrolls, slides, dissolve, \'enetian, and more. The 
effect area can include the entire page or a smaller user-defined 
area, None of these tools are available in CanDo. 

Sound and Music 

CanDo ,iiid I ILLM both support 8SVX sound tiles. As 
mentioned earlier, CanDo h.is an object available that allows 
scripts to be s\nchroni/ed \vith the beginning and ending of a 
sound playback. 
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CnnDo supports Mt"D, OctaMS-D, Sound /Noisc/ProTrncker, 
and OktalizuT song fik-s bill does not support S.VIUS files, HELM 
supports S^fUS files and notliing else. 1-lo^vevor, HELM has its 
own internal note player. Within a book, a series of notes, 
designated with letters of the alphabet, can be played. Embedded 
codes can be used to set \'olume, channel, MiDl channel, note 
duration, etc. This can be very useful for short single-track musical 
scores. 

Narration 

HELM has direct .support for the narrator. However, as vou 
probably know, the translator shared library, which translated 
ASCII text into phonemes, and the narrator device, which turned 
phonemes into speech, are no longer distributed with AniigaDOS, 
They wore last inckided in AmigaDOS 2.04. If you ha\e the 
appropriate files from some earlier OS disks, you can copy them to 
your system disk and use them with HELM. Many different 
aspects of how the speech will sound can be adjusted via a 
requester (i-igure 6). Also, narration can ho synchronized with the 
playback of an animation. 

CanDo has no direct support for narration, but it can be 
added. The AniigaDOS 2.04 .MountList file in the DEVS: directory 
has a dc\ice named SPEAK: that can be mounted. This device, 
which is implemented as a handler, ailo^^'s ASCII text to be copied 
to it It in turn translates the text and speaks it. Within CanDo, a 
new write-only file can be opened to this device, and text can be 
.sent to it via the 1-ileWriteChars or FileWritoLine command. 
Options can be added to the end of the device name such as 
"SPEAK:OPT/r/slOO". Tliis example sets the robot voice w^ith a 
fast speaking speed. The options that are available can be found in 
any AmigaDOS Manual that documents the Say command. 

Hypertext 

HELM supports hypertext. Text within a textfield can be 
selected and an attribute set to h\'pertext, just as it would be set to 
bold or italic. Actions or a script can then bo attached to either a 
SelectUp or SelectDovvn e^'cnt. Tlic appearance of hypertext is 
user-selectable. 

CanDo does not support hypertext. 1 believe it could be 
simulated, but 1 would not want to he the one to attempt it. 

AmigaGuide 

CanDo and HELM use AmigaGuide both for their own 
internal he!p systems and for user programs. HELM allows 
AmigaGuide files to be displayed from an action or from a script. 

System Support 

CanDo has quite a bit of support for AmigaDOS that is 
missing in HELM. For instance, CanDo supports AppEvents. This 
allows icons to be dragged to a CanDo application window on the 
Workbench. The application receives a list of icon names, and it 
can respond appropriately. CanDo supports loading, manipulat- 
ing, and saving icon files (the files ending in .info). This includes 
saving a TooIType list. Commands are available that allow an 
application to obtain a current device list, directory list, buffer list, 
and startup messages. The pointer can be set to a different image 
and turned on and off. Also, CanDo uses the standard file 
requester in asl. library; HELM does not. For C programmers, 
CanDo has two system variables that contain the address of the 
current screen and the current window. 

Data Handling 

As I discussed in detail in CanDo Part 2 {AC 8.10), CanDo 
supports user-defined variables, sparse arrays, and documents. 
These can be combined to provide a con\'enient way for a user to 
add, delete, change, load, and save data. 

HELM takes a totalh' different approach. Data is sa\'ed 
automatically. Whenever a page with input fields is filled in or 
changed by the user, the new data is sa\ed to the book file. 
Although this is extremely simple from a programmer's perspec- 
tive — nothing has to be done — 1 anr not yet sure if 1 Uke this. For 



instance, when 1 am testing a program, I like to enter a lot of 
erroneous data. I almost never save the data since it is not real 
data. If 1 do save it, I create a trash file that can he deleted later. 
With HELM, the erroneous data goes right into the book file. To 
revert to actual data, a copy of the book must be created U'ith no 
data in it, or the erroneous data must be deleted page by page. 

Printing 

HELM has some built-in tools for printing book data to a 
printer. It allows essentially all of the user's printer preferences, 
both text and graphics, to be set from within a book (Figure 7). 
HELM also supports Postscript output. Custom reports can be 
designed and printed. 

CanDo does not directly support printer setup and reporting. 
The AmigaDOS Preferences programs Printer, PrinterCfx, and 
PrintcrPS must be executed from within a CanDo deck using the 
DOS command to get equivalent printer setup functionality-. For 
an example of how to create a report in CanDo, see CanDo Part 7. 

CanLlo has a separate utility named ThePrinter that can read 
a CanDo deck and then print its contents to a file or a printer 
(Figure 8). The print-out contains information about all the deck's 
cards and objects, including locations, text, text styles, etc. as well 
as a listing of all the scripts in the deck. 

HEL.M allows scripts and graphic images of its pages and 
forms to be printed, but there is no way to print information about 
a book's forms, pages, or objects. This i.s very inconvenient if you 
need to fully ciocument a program's content. 

Distnbution 

In order to distribute a CanDo deck to a person who docs not 
own CanDo, a runtime library is needed. INOVAtronics will 
provide one that can be cfistributed free if the program is ptiblic 
domain or shareware. However, if the program is a commercial 
product, the developer must pay a distribution fee. 

HELM books can be distributed without a fee regardless of 
whether they are commercial or not. A program named 
HelmBrowser, which is included with HELM, allows anyone to 
use a HELM book without owning HELM. HelmBrowser is freely 
distributable. 

Since HEL.M allows all of the tools of the program itself to be 
available to the end user (i-ielmBrowser does not inclucic develop- 
ment tools), it allows the programmer to set a user level. Each level 
restricts the user in different ivays. This allows the programmer to 
give the user just entiugh freedom to use the book effectively 
without messing it up. 

Closing Comments 

I think I'll end it there. I hope this gives you a feel for the 
similarities and differences of CanDo and HELM. As I said at the 
beginning of this article, it was not possible to cover all aspects of 
these programs since thoy ha\'e so many features. 1 personally like 
both products and intend to continue using both, choosing the one 
that is most appropriate for an application based on their features. 
If you are bra\-e, }'OU could use both products in one application 
since both prcxiucts support ARcxx. If you like developing 
applications, you need to have both of these products in your 
software library. 
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Aladdin 4D: 



As you may have discovered by now, as u'e have progressed 
with these tutorials, Akditin 4D offers the Amiga artist and 
animator a wealth of options for creating some pretty awesome 
video art. The best news is that no two Amiga artists are going to 
get the same look to their A4D work, because A4D allo\vs you to 
personalize that ivork to a maxinnim degree. With that in mind, 
let's proceed to this month's creati\'ity lesson. 

Cameras, Targets, and Paths 

In this session, 1 will demonstrate some fairly simple ways 
that you can alter the look of your animation by using an A4D 
Camera/Target system. I say fairly simple because once you 
understand the basics, you can take this same kno^vledge and use 
It to create much more intricate results than my lesson demon- 
strates. 

The Camera and the Target 

The principle is the .same in many Amiga 3-D/4-D software 
packages, though it may be alluded to under different nomencla- 
ture. Some packages call this principle an Eye/Target system, 
while others use the terms Viewpoint/Lookpoint. The meaning is 
the same. Essentially, it is defined as a place from \\'hich you view 
a scene, the Camera in this case, and u'hat you are looking at, the 
Target. In the case of A4D, the Camera and the Target can each be 
assigned a separate path, a pattern of mo\'cment, that interjects 
itself in a multitude of ways throughout the animated sequence. In 
Aladdin, a path Is constructed like any other polygon, and it can 
be altered so that it winds its way through all ttiree spacial 




dimensions, curving in any direction that you desire. When you 
tell the software to make the polv a path, it turns a nice visible red 
color on the edit screen, making it instantly discernible from t)ther 
poly structures, which are usually black. Paths can have very 
complex attribute lists, sets of directions that give Ihem rotational 
and other powers over anything assigned to them. Just as polys 
can be assigned to a path, so can cameras and their targets. 

Turning on the Camera/Target operator in A4D brings both 
to the screen at once. The camera appears with an identifiable C, 
and the Target with o number. You can have nxore than one 
Target, and each one has its succeeding number as an identifier. 
What does it mean when a Camera has multiple Targets? The 
Camera can look at onlv one Target at a time, but over time it can 
pan from one Target to another. Can you deduce the infinite 
variability that this provides, even in a simple animation? If you 
had an airplane following an assigned path and placed one Target 
at its nose and one at its tail, vou could fashion the animation so 
that at a certain frame the Camera would pan the airplane from 
nose to tail as it flew along. 

From here on, things will be a lot easier to describe if you 
look at Figure f . As you can see, I've provided both a side and a 
top view. Look at the top view and locate the Camera and the 
Target. Notice that each has been assigned to a different animation 
path. Each of these paths were exact clones at one time. Then I 
took the Camera path and distorted il so that it varied on the Z- 
axis; this can be seen clearly if you look at the side view. What this 
did was to cause the Camera to mo\'e up and down In relation to 
the more stable Target path. 1 also added more points to the 

Camera path and moved it in and 
out of the Target path at select 
points. This caused the Camera to 
s\vay as It moved through the 
animated sequence, but It always 
kept its eye on the Target as it 
moved along its own path. 

If vi'u look at the top 
view, you can see that it has a 
number of sculpted elements. The 
mountain was imported into .^40 



Left: Figure 1. 
Right: Figure 2. 
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as a Natural Graphic^ Scenery Aiiiiitntor digital elevation map file, 
and then cut apart and reworked until I got a shape I liked. The 
mountain rests on a simple columnar pedestal. If you look at 
Figure 1 again, you will notice a small underpass or bridge that f 
placed in the scene so that the animated vehicle would pasa under 
it as it sped along. It took some testing to make sure that the 
vehicle didn't melt through the mountain as it turned on the path. 
Since A4D has an excellent wireframe preview option, I was able 
to tweak the path so that no unexpected merging of objects 
surprised me in the final rendering. 

My Unique Car 

1 am not a great fan of realism, figuring that automotive 
design is best left to dedicated engineers. What 1 look for is the 
altered reality of the dream state in my work, although A4D is 



quite capable of producing super realistic images as well. For me, 
however, the bizarre world of the twisted cartoon works just fine. 
With that goal in mind, t set out to create a vehicle unlike any 
other r\-e ever seen. I also wanted to show you liow far you could 
push this software as a design tool, and I think I've partially 
succeeded. Let me tell you ho\\' some of the elements of this 
\'ehicle were created. 

The canopy was a simple shape that was extruded along the 
Y-axis to gi\e it depth. Then I placed one of A4D's special 
procedural textures on it, projection mapping it on the Z-axis. 1 
colorized the procedural to make it resemble a section of a British 
flag, at least with that colorization in mind. The side bars w^ere 
extruded along a curved polygon, and colored yellow. The inside 
was built in a rather boxy shape, and the fenders added as 
extruded shapes later. The wheels were my favorite, and the hub 
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caps were added later. Just for gaud mrasure, I placed nnofher 
spare tire on the back, along with a bumpLT and even an extiaust 
pipe sticking out. 

The hood was sculpted and colorixcd separately and pasted 
in place. On the front of the hood I placed a simple liird ornament 
and colored it yellow along with a bar that ran the length of the 
hood; the window area, by the way, has a piece of near-transpar- 
ent glass installed. 1 took an ancient Inca symbol and mapped it on 
the front, and also added a grill and bumper. The final touch was 
my personal license plate (1-ig. 2). I placed rotational paths at the 
center of front and back u'heels, and these were the only mo\'ing 
parts of this sculpture. The little guy driving was sculpted by 
simple extrusion, with only his eyes added to give him a more 3-D 
appearance. 



If you've been animating for a while, you no 
doubt realize that it takes a lot of creative 
energy to produce just a few seconds of 
movement on the screen. One way in a 
!-loIlywiX)d movie that various actions in the 
plot are used to fill in more space than just the 
actual passage of time is to shoiv the same 
action repeatedly from different camera 
vantage points. This is especially true when the 
action involves an expensive or time-consum- 
ing set-up, like a car chase or an explosion. 
This not onlv adds running time to the 
seqLience, hut enhances the \isual interest 
overall. The same thing can be accomplished in 
a computer animation. 
Just look at the difference between the 
sequence of frames generated in Figure 3 as 
compared to those in Figure 4. Both of these 
animations were created with exactly the same 
objects and object animation paths. In fact, the 
target of the animations was the same, being 
placed a little behind the driver of the vehicle. 
The difference comes into play when we 
consider the placement and the path of the 
A4D Camera. In Figure 3, the camera was 
placed on a path cloned from the object 
movement path, xvith no added alterations 
except that it \vas raised a little from the object 
path. The camera was also placed at a distance 
a bit ahead of the car. Tills produced a 
standard but fairly monotonous chase scene, as 
if we were filming from a vehicle directly 
ahead of our target vehicle. Noiv take a look at 
Figure 4. Notice that in the representati\'e 
frames, we see the target vehicle from many 
different \'antage points. This was accom- 
plished simply by altering the shape and 
nimiher of points of the Camera path, iio that 
with added points, the Camera mo\-ed at a 
different rate than the target \'ehicle. The 
Camera starts out behind the vehicle and 
weaves in and out of the object path. This is a 
far more interesting animation. Instead of 
using it alone, howe\'er, 1 mixed both the fairly static and the 
complex animations for the final edit, giving me the chance to 
elongate the sequence in an interesting fashion. Just by manipulat- 
ing the Camera, Camera path, and the Target position further, i 
could create another thousand animations quite easily and choose 
what looked best for my final edit. All of this was accomplished 
without ever repositioning the object, its path, or redouig the other 
elements of the scene. This is a way to sa\'e time and achieve 
fantastic and no\'eI results for \'Our animated \vonders. Can vou 
deduce the possibilities from this simple tutorial? 

•AC" 
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ARexx 

by Merrill Callaway 

FiiialWritcr has a larger ARcxx command set than any of the previous 
SoftWood products. Yet I remain frustrated by SoftWood products when 
it comes to controlling their programs with ARexx. The SoftWood pro- 
grammers either have no clear concept of hiter-Process Control (IPC) and 
what it can do, or else they don't think it's important. The ARexx support 
in FinalWriter really only facilitates writing macros for the document you 
are in, because the most elemental ARexx IPC command has been omitted, 
namely the command to find out the name of the ARexx port of the cur- 
rent document. When you are writing a macro that operates only 



ARexx for Printing 

Envelopes 
from FinalWriter 



witliin Ihu document you have open, you don't care about the 
ARexx port address of your documcnl, because you are in it, and 
it's runnin;^. You do care, however, when you need access to this 
document from outside. Just as no business cnn subsist only on 
internal messages, never sending or receiving letters to or from 
outside businesses, so no ARexx host application should be 
limited onlv to macros, ignoring IPC. 
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The envelope is ready to 
print. Nofe the 'wide' page 
orientation and the 
margins. 
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In FinalWriter if you neod, sny, st'vt'r.il documents open, ynii 
must guess which is which, or you must write some extr.i tedioLis 
code to parse the ARexx Port List and still more or less guess 
which document is which! This is an unconscionable omission bv 
SoftWood; for some unf4Ttliomnblc reason they persistently t>mit 
this most important ARexx command. I was disappoinletl to 
discover lliis when 1 tried to write what surely nuist lie the most 
obvious macro one could ivrite for a word processor, a macro to 
print envelopes. Not only couldn't 1 find out the port names 1 
needed, but I soon found that a document created \ia ARexx did 
not print the same way (in PostScript) as an identical document 
created manually! This was a bug, not an omission, and I put in a 
report to SoftWood. To their credit they did fix the bu;.;, and 
supplied me with a new "fwarexxx. library." I'm going to discuss 
my workaround anyway because I want to share some important 
techniques for making do when you are faced with imperfect 
software. My goal was to print envelopes from FinalWriter 
because it's a \'ery good word processor after all, and I didn't care 
if my solution was elegant as long as it worked. 

Printing Envelopes 

Printing en\elopes is a useful macro for f-inalWriter. The 
program has the capability to print landscape ("wide") or portrait 
("talt") so it seemed likely that an AKexx macro could set up a new 
document and print the address information which had been 
block-selected in the main letter. In the April, TJ93 column, we 
looked at printing en\'elopes in PostScript. I could have modified 
that code lo accept the selected address text exported as ASCII 
text, and print mv en\'elopes. However, I wanted the font on the 
envelope to match the font of the letter body, and I wanted to test 
the FinalWriter ARexx command set. 

Prototype for a Program 

The first step in any program is to make some sort of 
prototype or pseudo-code to describe what your program will do. 
A prototype document was best here. I created a special document 
with an address and a return address on it and got it to print an 
acceptable envelope. Then it should ha\e been a simple matter to 
write an ARexx script that would perform all the document 
settings and paste in the new address in the proper place and 
print, but it wasn't. I found that the prototype doctiment and the 
ARexx-built document looked exactly the same and the .settings 
u'ere the same, but they printed clifferently! I determined that 
there was a bug in the PostScript output by printing each 
document to a file and comparing them line h\ line. I found an 
extra three lines in the ARexx document that spoiled the print. 
What do you do when you find a bug and need a workaround? 
Was I any closer to printing envelopes, or would I have to v^^ait for 
the bug fix? I decided to use the actual prototype envelope 
doctmient, saved without an\' address information, Then, in order 
to print the address on an envelope, I'd select the text, run the 
macro — attached to a user-button — and the envelope file would be 
opened, the text inserted, and the document printed without 
saving the document. It worked. Hov%' should we configure the 
en\'elope document? 

An Envelope Document 

We need a regular page size of 8.5 X 11 inches. Most laser 
printers that print envelopes have the envelopes fed lengthwise. 
Look at the envelope oriented (he ivay you hold it to read the 
address on it (wide edge horizontal). It is placed on a landscape 



(wide) oriented page as follows. The print area is as if the en\'elope 
ivere centered top to bottom on a land.scape-oriented page (wide), 
with the right edge of the envelope against the right edge of the 
page. The page would then be fed to the printer right edge first, 
and the printed words would be in landscape orientation. It is a 
straightforward matter to .set "fat" top, bottom, and left margins, 
and minimum right margin, so that text will only go where the 
envelope covers the 8.5x 11 page. Here arc the FinalWriter margin 
settings (in inches) that u'orked for a standard Number 10 
business envelope of 4.125 x 'J.5 inches; top 2.35, bottom 2.35, 
inside (left) 1.75, and outside (right) 0.25. 

Now thai there are margins, how do we get text lo go in the 
upper left corner for the return address, and still align in a block 
left paragraph at the center of the envelope space for the regular 
address? After some experimentation, I found that setting up the 
page into three columns with zero gutter width worked well. Use 
the Layout/Section Setup Menu requester to set the columns. It 
becomes a matter of typing in the return address, followed by 23 
line feeds to carry us over to the center column halfway dox\'n the 
envelope, and finally pasting in the selected text from the letter. It 
will align block left because there is a column edge here. After the 
text is inserted, it is simple to print the document without saving 
it. In order to insert text, you will have to move the cursor doivn 23 
lines. In order for the cursor to move down, the (blank) lines must 
already be there! To prepare the document for use in our macro, 
you must insure that there are 30 or so blank lines starting at the 
position of the return addre.ss, or enough lines to carry the cursor 
to the center of the envelope print area. The document should he 
sa\'ed with the cursor at the start of the return address area (the 
upper left hand corner) and no address information. We want the 
fonts to carry over, so we will let the macro type the return 
address, too. The macro will mo\'e the cursor down 23 times 
which places it at the correct position to start pasting the address 
we selected in the main document. 

Macro to Print Envelopes Using a Prepared Document 

Listing 1 shows the macro that uses the en\elope document 
described abo\'e. Tlie first obstacle to o\'ercomc is hov\' do we 
address our macro commands to the envelope document once it's 
open? Technically speaking, we are no longer performing a macro, 
but IPC from our letter document to the en\-elope document. We 
must find the ARexx address for the envelope document. 

What's the ARexx Address? 

After we copy the selected text in our document, the first 
thing is to find the port name of the envelope doctmient once it's 
open. Now, [-inalWriter numbers the open ARexx ports in 
sequence. If there is only one document open, its ARexx port is 
named "ITNALW.l " — case sensitive, all capital letters, not what 
the manual says! For only one document, we could just open the 
en\-elope document and use the ARexx address "FINALW.2" to 
paste in the en\'e!ope address information, but what if we have 
several documents open? If we can get the port number (#) of the 
last document opened, then if we open one more document, it will 
have a port name of "FiNALW."(#-t-l). Fortunately ARexx has 
some resources to track port names, oven if SoftWood does not. By 
using the SHOW(P) ARexx function, we obtain a list of open ports, 
separated bv blanks. We PARSE this list to find all the ports 
starting ivith "FINALW." and strip off their number components, 
Note how we use a compound symbol token nimi,j to make a 
different name for each new numlier, since we don't know 
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beforclinnd how mnny there will be. Next we need to find the 
moximuni of these numbeiii, nnd add one. Thnt becomes the 
number of the next FinalWriter document opened, which u'ill be 
our envelope document. We need to construct an argument shring 
of each number separated by commas. STRIP() takes out the 
leading and trailing blanks but leaves the embedded blanks. 
SPACEO converts the embedded blanks into commas, using the 
optional pad character. SPACE() takes three arguments: the 
variable, the number of pads to add, arid the pad character. We 
have constructed an argument list for MAX(). 

INTERPRET! 

The INTERPRET instruction accomplishes the task of finding 
the maximum number. The ARexx function MAX{nl,n2,...) 
requires numeric arguments, so it won't do to feed it our string 
even though it looks like a numeric argument list. Since we never 
know how many numbers there will be, all we can do automati- 
cally is to create a string that looks like the argument list: several 
numbers separated bv commas. But the l.NTERPRET instruction 
causes ARexx to scan a string and then execute it as if it were an 
in-line ARexx program! Tlie expression, when ewiluated, looks 
just like the MAX() function complete with its argument string, its 
value assigned to a variable called maxnuni. IN TERI'RET executes 
this little program within a program, and afterwards, we can work 
with maxnum because it contains the value of the maximum 
number in the list. This extremely powerful and high-level aspect 
of ARexx solves programming problems not otherwise soluble. 
This is an example ol a program that modifies its own code! 

Opening the Document 

We may now open the en\'elope document because ive know 
the ARexx port name it will ha^'e. Note the correct way to open it. 
Make sure your path is substituted for mine. We need to allow 
several seconds for the ARexx port to come up in the ARexx port 
list, so we use the ARexx coinmand utility called WaitForPort. 
Here we use our command uHlitv as from a shell. Theoretically, 
command utilities may also be sent to 'REXX' as commands, hut 
inexplicably that will not work here. The "one liner" ADDRESS 
COMMAND launches an AmigaDOS command without changing 
the current host address. Any one-line command on the same line 
as the ADDRESS instruction does this, so voii need not change the 
current host address back again. Notice the svmbol portnamc 
stands for the actual port name wliich will be something like 
"FINALW.2". A symbol ivill work fine, except we have to 
rcmembei- to use the siibkeyword VALUE with the next ADDRESS 
instruction. VALUE changes the address to the value of a symbol 
when the address is not a literal string. 

Pasting the Information 

Now thnt we are at the correct address — thnt should have 
been only one line of code in a proper ARexx command set — it is a 
simple matter to do the FinalWriter command "Type" to insert my 
return address. Note the use of "newtine" characters, which are 
the hex rendition of decimal number 10. If we type a control 
character code in hex, it will act as if we had typed it on the 
keyboard. The DO loop takes us down and over to the next 
column where we can paste and print. 



The Original Macro 

My first macro is in Listing Two. It works the same except 
that the document is prepared from scratch Lising ARexx. Contrary 
to what the manual implies, it is better to perform the document 
settings on separate lines instead of on one long line. I found one 
long line often did not work, so I separated the commands. 
Although this macro is a little longer, you don't need to keep a 
document arotmd wasting space on your hard drive. The final step 
is to assign either of these macros to a button so you can print your 
envelope at the time you write your letters w'ith a few mouse 
clicks. If you want to check the position of the address first, and 
print and close manually, just remove or comment out the print 
and close lines. The first letter you ought to address is to SoftWood 
insisting that they put essential commands in their ARexx 
coinmand set! 
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I* Print an £nv&lDp& with Belected text as the */ 
/* address . */ 

/* FinalWriter macro written by Mer^rill Callaway */ 
/• SVER: Envelope 1.0 copyright 1993 by */ 

/* Merrill Callaway */ 

/• ^=^...^ = ........^.^....^.^.^...^^=^^ = = = = === = ===== ♦/ 

Options Hesulte 

COPY 

/* find portnaine */ 

portliEt=Ehow(p) 

j = l 

nuinlist=' ' 

do while portlist~=' ' 

parse var portlist port portlist 
if left(port,6) — 'FIHALW then do 

parse var port . '.'nuir.j 

ii\imliat=nuni. j numlist 

j=j+l 

end 
else iterate 
end 
j=j-l 

numlist-s trip ( numl iat ) 

numlist=apace(nuirLliat,l, ■ , ' } 

interpret 'maxnum-maxf 1, ' numlist' ) * 

portnuiii=maxnujiL-t- 1 

portnarae='FISALW. ' | Iportnuni 

Open "video; f inal writer /Ewdocs/ envelope. £w" 

ADDRESS CO>[HAND WAITFORPORT portname 
ADDRESS VALUE portname 



Type "Merrill Callaway" 'a 'st 




Type "511-A Girard EE"'a'x 




Type "Albuquerque, NM 87106" 


'a'X 


Type "OSA"'a'x 




DO i^l TO 23 




CURSOR DOWM 




EHU 




PASTE 




PRINT 




EXIT 
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Listing 2 



* Print an Envelope with selected text as the 

* addrBHB. 

* FinalWriter macro written by Herrill Callaway 

* SVER: Envelope 1.1 CDpyrl^'bt 1993 by 

* Herrlll Callaway 



Options FEesultB 
Copy 

/* find portnane •/ 

portlist^showlp) 

J=l 

nujnlists' ' 

do while portliEt^s' ' 

parae var portliat port portList 
i£ leftlpc3rt,6)=='FIN*LH' then do 

parse var port . '.'nua.j 

numliac^num. j numlist 

end 
else itorate 
end 

numliBt-stripfnunliBt) 
iiuiiilist''Bpace(niinlist, 1, ' ,') 
Interpret 'BUjmum>nuix(l, 'numllat ' ) ' 
portnum^maxnun-^l 
portnamea'PIHUtW.' | Iportnum 

New 

ADDRESS COMHAND 'HAITFOHKIRT' portnaJBfi 

ADDRESS value portnane 

PAGESETITP PagBtype USLetter 
PAGESETTJP Orient Wide 



PAGESETUP Pages HightOnly 
PAGESETUP PrlnterType Continuous 
PAGE3ETUP Lett Right 
PAGESETUP Top Bottom 

SECTIOKSETUP name irtain 

SECTIOHSETUP top 2. 35 bottom 2.35 inside 1,7S outeide 0.25 

SECTIOKSETUP columna 3 eolumneap 

SECTIONSETUP header footer 

TYpe "Herrill Callaway" 'a'X 

Type "511-A Girard SE"'a'x 

Type "AlbuciuercTJe, HM B7106"'a'x 

Type "UEA"'a'x'a'x'a'x'a'x*'a'x'a'jc'a'3t 

Type 'a'x'a^x'a'K'a^x'a'x'a'K'a'x'fl'x'a'K 

Type 'o'x'a'x'a'x'a'x'a'x'a'x'a'x'fl'jc'a'K 

/* 25 line feeds after return address '/ 

Paste 

PrintSetiJp PrintTO PSPrinter 
PSPrintPref B PageType USLetter 
FSPrintPrefB Orient Wide 

Print 

Close FORCE 

exit 
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Graduated ARexx 

The ARexx COOKBOOK 
NEW! ARexx Reference Disk 

by Merrill Callaway 

Course materials include The ARexx Cookbook Deluxe Two Disk Set $54.90 The new ARexx 
language reference on disk in Amigaguide hypertext format S24.95, or both for only $64.90, 
postage paid! Finally there is a reference to the ARexx language that non-programmers can 
understand! All instructions and functions are documented with copious examples, not the cryptic 
ones you are used to, but examples that really show how to use each feature of ARexx. The 
ARexx COOKBOOK is the best selling pure tutorial for ARexx . Now there is a companion 
reference written just as clearly! WHlftSTONE, 511-A Girard SE, Albuquerque, N!JI 87106 
(505) 268-0678. NOW you may phone your order and pay with VISAJMC! If you own The ARexx 
COOKBOOK, simply send in your Cookbook proof of purchase or the About the author page and 
get the new A Rexx Reference Disk for only $ 1 0. 00. Thanks! 
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BY HJENNING VaHLENKAMP 



PD Update, which premiered in the Janu- 
ary, 1993, issue of AC, has been transformed 
into a bimonthly featui'e dedicated to Amiga 
freely redistributable software. This includes 
public domain, shareware, and any other type 
of non-commercial software. Since AC already 
provides great coverage of the Fred Fish col- 
lection every month, I'll try to focus on things 
not in that collection. Another goal will be to 
cover only recent, high-quality programs that 
are especially useful. 

The programs mentioned here are usually 
dozvnloaded from Aminet iftp.ivustl.edu:publ 
aminet) or FUNET (ftp.fimet.fiipubtamiga) on 
the Internet. They also should he available via 
various other sources such as online services 
(Portal, Delphi, etc.) or BBSs. Unless other- 
tvise noted, they zvork with all Amigas and 
AmigaDOS 1.3 or higher. 



AlettPateh 2,19 (shareware, SIO) 

by David Sivnsbrook 

Aminet: util/misc/A!erll'atch219.lha 

Willie tlie famous or infamous gurus are [low called alerts, 
they are still rather primiti\'e. All too often, when an alert occurs 
tlirough some sort of error, the screen goes black and a flashing 
box with a cryptic message appears, usually requirin;; a reboot. 
Sometimes alerts appear in a Workbench window, but they are 
little better. 

For greater control over alerts, you ma}' want to try 
AlerlPatch. Like its name indicates, the program patches itself into 
the system's Alert() function. Now when an alert occurs, the 
normal system message is replaced with a much more meaningful 
one on cither the usual black screen or in a window on the 
Workbench screen; i prefer the second one. An AlertPatch message 
includes not only the alert and task numbers and alert type, but 
also the task and routine names, a brief explanation, and the 
contents of the CPU registers. Furthermore, you can choose to 
Continue, Suspend, or Reset. Continue is advisable only if the alert 
is recoverable, and Suspend usually suspends failed tasks. 

D I s'&f t^'afe railup^ ^ 



Error 
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Cause 



e»ee2319Ce "fitertPatch" 
e>iee8ieese (Recoverable) 
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gj fllertPatch 2.19 



Although AlertPatch Isn't foolproof, it often can pre\'ent 
alerts from crashing your Amiga — at least immediately — giving 
you time to save your work or allowing yoti to continue working. 
Commodore might want to consider licensing this handy patch for 
futiu-e AmigaDOS releases, as the Alcrt() function really needs 
improving. 

MuchMore 3.6 

by Christian Stiens and Fridtjof Siebert 

Aminet: /text/show/muchmore36.1ha 

Evolving over a number of years, MiichMurL' is one of the 
most popular ASCII text-displaying utilities. Unlike other such 
programs, for example More and PFMore, this program uses its 
o\vn borderless screen, so you can view full 80-column lines 
without distortion. And it boasts a variety of useful features. 

The first things you'll notice are its superior scrolling abilities. 
Muchmore scrolls text up and down at variable speeds from really 
slow to really fast with silky smooth pixel-by-pixel accuracy. 
Scrolling can be done either automatically or manually — by 
repeatedly pressing keys to move from line to line or page to page. 
It's the clear winner in the scrolling department. 
Notable extras include going to any line, 
searching for text, and textmarkers. Textmarkers serve 
as bookmarks and allow copying blocks of text to the 
clipboard plus saving and printing them. Such 
modern niceties as screeiimode selection and locale 
support have been added recently. Muchmore is a 
wonderful program that I use frequently. 
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Left: AlertPatch 2.19 provides the user with 
specific Information about system alerts and 
greater control of Ihe system when an alert 
appears. 
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Amazing Computing 

is in 
to the AMIGA 



Aiuazfiiii C.hiiipiiliiig for Ihe Chiiiiiioclore Amiga, AC'S GUIDE, and AC'S 

yy/O/ providL- yon wiili ihe most coniprchensivL' covL-ragL' of the 

Amiga — coverage you would exjieci from the longest-running nKjnthly 

Amiga publication. 

The pages of Aniazijig Coi}tpiiliii}> bring you insights into the world (jI 

the Commodore Amiga. You'll find comprehensive reviews cjf Amiga 

products, complete coverage of all the majtir Amiga trade shows, antl 

hints, tips, and tutorials on a variety of Ajniga subjects such as de.skto]^ 

publishing, vitieo, programming, and hardware. You'll also find a listing 

of the latest 1-rcd Fish disks, monthly columns on using the CLI aiul 

working with ARexx; and yoti can keep up to date with new releases in 

"New Products and Other Neat Stuff." 

AC'S GilDH la the Coinniodon' Amiga is an indispensable cataksg of all 

the hardware, software, ]5ublic domain collections, services and 

Information avaihible for the Amiga. Tliis amazing book, tipdaleti every 

six months, lists over 3,500 j^roducts! 

AC'S THCH/or the Commodore Amiga pTOvklvs the Amiga user with 

\'aluable insights into the inner wt>rkings of the Amiga. In-depth articles 

on programming and hardware enhancement are designed to help the 

Ljser gain ihe knowledge he needs to get the most out oi'his machine. 




For subscription savings 
information, call 

I-8OO-345-336O 



SKick 3.43 (2.04+) 

by Pavel Trailer, SinSoft 

Aminet: os20/util/skick343Jha 

SKkk is a great littli; utility to enable a Kickstart image in 
RAM, only requiring an Amiga with at least Kickstart 2.04 in 
ROM. U performs its magic with the included relocation and patcli 
files for vtrtunlly all known Kickstarts — even special developer 
versions. Of course you must provide your own Kickstart files. Bui 
you can extract them painlessly from ROMs with CrabKkk 1.1 
(Fred Fish S31). 

Once your Kickstart is up and running in RAM, it can survive 
resets and some crashes as long as the vital f:xec Ba.se structure 
holding the appropriate pointers isn't destroyed. Be aware that 
you can't use any devices not supported by your RAM-based 
Kickstart. For example, PCMCIA devices and IDiZ hard disks 
won't ivork under 1 .3. 



39. IK (Stlt1> 


H.tl5 (WH) 


Pstcbtnf 
Bl OK ( 


Load inta 

01 mt um 1 


Rrlvidtton 

m m 1 





.i 4!:j/i4i m iffcHF.! 




Lc£--yjsjjsa 



CPUSC HUtI TII5*CHBnC_ 

I", mm 






d*w4c» cum 



I <:*<ldtoi 
Qtn ckOr4b 



c i £: 






|iAk ^l^ 17V/. m^J HaPT^J^ u kini x laj-l wa^^. 



B 1 Wm-kbgnch 



:h3 



Hisc 





nolDPotr>l 




K-V rtctU-te^ 




niitaP(if>lDri-ant 


■^ 


«cr**n To Back 




tUIB/HHS Ret Ivmt* 


■w 


■cr«*n Ret Ivvti 




Click lo rront 




Ul Id >l*r 


-adJ 


Click 1" BmtU 




Ho CI Ick 



CllckUoiunc [fl r 



fLdIt HotkFv^- 



Hitf» I 



From top to bottom: SKick 3.43, Xoper 2.4, and Yak 1.56. 



If you're a no\'ico user confused by the above two para- 
graphs, then ytui'll be even more confused b\' the someu'hat 
technical documentation. Nevertheless, SKick i.s worth figuring 
out, as it is especially valuable for AGA Amiga gamers who want 
to run those older 1.3-onIy games, but can't use ROM switchers. 
With SKick, I even managed to run Workbench 1.3 from my 
Amiga 1200. 

Xoper 2.4 

by Werner Gunfher 

Aminet: util/moni/xoper24.lha 

If you've ever wanted to know what's going on in the 
operating system when your Amiga is running, then XofV! is the 
utility for you. This system monitor provides an enormous amount 
of information useful for programmers or just the inquisitive. 

The interface looks like a text window with a command line 
at the bottom. From the command line, featuring a command 
history like the shell, you can execute any of Xoper's 90-^ com- 
mands. Most commands display information lists such as tasks, 
libraries, devices, interrupts, ports, locks, semaphores, resources, 
and so on. Other commands dynamically track CPU and memory 
usage, etc. Power users will appreciate being able to change the 
priority of anything with a priority number (not just CLI tasks), 
close windows and screens, kill tasks, view task structures, etc. 
Directly modifying the system may lead to crashes or alerts if }'ou 
don't know what you're doing. 

I could go on and on about Xoper's functions, but 1 think you 
get the idea. In short, this is the most comprehensive system 
monitor I have seen for the Amiga, despite its rudimentary 
interface. 

Yak 1.56 (2.04+) 

by Martin W. ScotI and Gael Marziou 

Aminet: os20/cdity/yakl35.1ha 

The standard AmigaDOS commodity programs ccrtninlv are 
useful, but each one performs verj- limited functions, instead of 
bothering with a handful of single-purpose commodities, a 
multipurpose commodity such as Yak (Yet Another Kommodity) 
is a lot more efficient. Yak combines the functions of .Autol'oint, 
Blanker, ClickToFront, FKev, and MouseBlanker, NoCapsl.ock, 
the only one it doesn't replace, should be added in a future 
release. 

Like any other commodity. Yak runs in the background and 
shows its interface when stimmoned by a hotkey. Tlie attracti\e 
2.()-style interface window allows you to set any of its options and 
use them for the current session or save them to the S: directory. 
Besides replacing the standard commodities. Yak adds extras that 
are neglected by the operaling system. There's a "ClickToBack" 
function, xvild star acHvate (use an "*" for "#?" in the shell), key 
click, no click for floppy dri\'es, and other possible hotkey 
assignments such as closing windows and blanking the display 
wlienever you want. 

Of all the multipurpose commocHities 1 have tried. Yak 

remains my favorite. This excellent program is small and clean, 

not throwing in a bunch of worthless functions just for the sake of 

ha\'inR them. 

•AC* 
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Commodore Update 

Well, .IS iisii.il, Coiiirnodorc is tryin>; 
to avoid having an unruly annual meeting 
bv having a secret annua! meeting. No 
pro!<\' notices will be sent out, so unless 
vou can find the meeting and attend in 
person, you won't be voting. Where is the 
meeting? Offshore, as usual. Commodore 
can get awnv with these shennitignns 
because it's not a U.S. corporation, even 
though it's traded on the New York Stock 
Exchange. The SHC can't regulate it as 
strictly as it does U.S.-based corporations. 
So the Commodore Shareholder's 
Movement has been adroitiv sidetracked, 
and messv questions of corporate 
accountability \vill not be raised at the 
annual meeting. 

In the Bandilo's opinion, the annual 
meeting will probably be a nice, quiet 
affair, punctuated by the gentle sounds of 
rubber stamping on executive compensa- 
tion approvals, followed b\' a fexv rounds 
of golf at the local club. The Amiga? 
What's th.it? Oh, right, we sell those, don't 
we? How are those selling, anywav? 

No Bankruptcy in Sighf 

Some people ha\e raised the question 
of Commodore enlering bankruptcy 
proceedings because of its financial 



problems in the past year. Well, that 
scejiario looks unlikely, since 
Commodore's been posting some strong 
sales in Iiurope, expenses have been cut 
\vay back, and they've managed to reach 
agreements with their major creditors. 

iJankruptcy is something that your 
creditors force you into «'hcn they feel it's 
in (heir best interest, or the company it.self 
feels ihal bankruptcy is the best way for 
them to restructure. Commodore has 
managed to restructure without liank- 
ruptcy, which is a good thing; when you 
enter liankruptcy, you lose a great deal of 
control over \-our own destinv. The courts 
lake a hand, and that's like playing the 
U)tterv. You ne\er kno\v just what number 
might come up. 

What would happen to Commodore 
in a bankruptcv? Bankruptcy proceedings, 
assuming Chapter 11 is filed, would 
attempt to restruchue Commodore's debt 
and continue the business under a 
repa\'ment plan, and often a coLirt- 
appointed management team. Creditors 
u'ould gel some of u'hat's owed to them, 
but not very much. (Still, that's better than 
absolutely nothing.) Some portions of the 
company might be sold, or even the entire 
company could be sold if the court feels 
th.il's the best course of action. Since this 
scenario does not seem likelv, .Amiga users 
can breathe a bit deeper now. 

Commodore for Sole? 

No, to the best of The Handito's data 
flow, Commodore is not actively being 
shopped around. Occasionally, some 
companies express interest in Commodore, 
but no .serious talks have been held or are 
contemplated. But that doesn't keep the 
speculation down. Who would be a good 
paitner for Commodore? The usual 



suspects are Sony, H-P, NEC, Toshiba, 
Sanvo, or e\'en Goldstar. Sony would be an 
excellent fit; they have a strong line of 
video equipment, as well as consumer 
electronics and software (Columbia 
Pictures, for instance). Commodore would 
gi\'c them a strong presence in \-ideo 
computing, with a potential way to edge 
into desktop business computers. And 
Sony would gel a competitive game 
machine, v^'hich they'\'e wanted to have for 
a long time. But, Sony has been moving 
ahead on their own 64-bil video game 
machine \vith CD-ROM; they expect to 
ha\'c that out in i W4. So perhaps Commo- 
dore is off their shopping list now. 

Hewlett-Packard and Commodore 

The Bandlto has heard about M-l' and 
Commodore lalks for years, but according 
to some of The Bandito's spies, there's 
actually something real happening. A deal 
between Hewlett-Packard and Commo- 
dore has been reported in an electronics 
industry magazine, lileelronics Eni;!iuvriiiii 
Times. Apparently, H-P has been talking to 
Commodore about licensing AGA chips for 
set-top boxes, an area that H-F wants 
dearly to get into. You see, M-P is trying to 
diversify, and thev've been investing 
heavily in interactive television. Now tliey 
arc looking at putting together a box that 
would act as a control center for interacti\e 
cable. Tliis box would have to ha\e high- 
quality graphics capability as well as some 
reasonable computing horsepower. 
Commodore lias lieen eager to license their 
technology for quite av\'hile; after all, that's 
just more revenue, which they can 
certainly use right now. 

So apparently the two companies 
have found a mufLially beneficial arrange- 
ment. At least, that's what Commodore is 
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A Complete 
p- Grapbics-for-Videa 
Training Course 

featuring 
D.C.T.V.» ond BRILLIANCE' 
from DIGITAL CREATIONS 



DCTV*. A 3-VOLUME VIDEO SERIES 

Learn (o creale dromaiic logoi and free Jiand art; learn 
lo output 3D animations to videotape wilhout single 
frame recorders; and ieorn to creote grapfiics ^or 
Special Event videos using DCTV's Digitizer. 
BRIUIAHCEO'-A 3-VOLUME VIDEO SERIES 
Learn to point ond creote gropfiics in the new modes 
supported by AGA Amigos; leom to create and 
onimote complen logos in less tlion 1 tiour; and leom to 
paint and animate v^itht tips and triclcs used by working 
professionals 

EACH THREE-VOLUME SERIES IS OHLT 



1 -800-325-5399 
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SELF IMPROVEMENT SOFTWARE 



^BrawfTraitt 3,0 

Our unique brninuMve synchronization tool is now 
better than ever, with new aural matrix tone 
conirols, 6 dynamic entrainment screens, buili in 
vocal suggestion modules, and an easily configurable 
Voice. 11 you have been searching tor a reiilly 
clfcciive auio-hypndsis and sleep inducing sysiL'm, 
iry BrainTrain. 

(For all Ainigas) 

BT-1 Dre.im Coniroi, Memory. Success. Exercise 
BT-2 Stop Smoking. Creativity, Relaxation. Sleep 
BT-3 Weight, Stress, Relationships. ProL'rastinaiion 
$49.95 cath plus S2.00 each shipping 

Free brochure upon request. 
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AMIGA REPAIR 
SERVICES 

" 24 HOUR TURNAROUND " 

A 1 year warranty • Factory Tratned Technicians 
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FACTORY AUTHORIZED SERVICE CENTER 



For AIO0O,AJO0O And Vluiiilurs call 

.Amiga 1200 "GVPAI 230* 

Turbo MBX1200* 
Lowest Prices in the USA Call 

Get on our mailing list You will receive our free news 
leller wiih aeivice lips and great deals on hardware 
and accesories Send U3 your name and address or 
circle the reader seivjce numher 



J & C Repair 
R1)2IM>X«> Roekton Pa. 15856 



Circle 165 on Reader Service card. 



s.uiii!;; H-P is rcfuslnj; to commi,>nt ,it this 
piiint, which sounds a littlo odd. No dt'tnils 
\ ot, but The Bandito's spies are investigat- 
ing. Of course, these sorts of technology 
i.lcals are always tricky, and often they end 
lip never heing actually signed for some 
reason or other. Or, even if H-P likes 
Commodore's chips right now, they may 
decide not to use them; or H-P might even 
abandon tlie wliole idea of a set-top box if 
their corporate strategy changes. Don't 
count the sale until the money's in the 
bank. 

Sa^•, maybe H-P \vould vvant to 
s\\allow the whole company instead of just 
licensing some chip technology. The 
Bandito thinks it's unlikely, but you never 
know. Keep your sensory receptors tuned 
to this wavelength. 

But the truth is. Commodore is 
unlikely to be .sold right now. Irving could 
have unloaded the companv many times in 
the past, but chose not to, tor whatever 
reason. Now, despite Commodore's 
financial problems recently, things are 
starting to look better. While overall sales 
are way down, the company should return 
to profitability soon, It's a nuich smaller 
company, but a profitable .small company 
is much nicer to have than a big company 
hemorrhaging money. And if !r\'ing can 
make his salar%' secure, he'll probablv stick 
with the company. Besides, you don't want 
to sell the company when its value is 
pathetically low; if you want to cash in, sell 
when the company is doing really well. 
Irving can get a better deal if he can put the 
company back on its financial feel. 

Corrective Lenses for Connmodore 

Why has Comn^odore had such 
problems for the last several years? Here's 
The Bandito's answer; a lack of long-term 
vision. Commodore has failed lo articulate 
(or, indeed, to come up with) a long-term 
mission for the company. Commodore's 
idea of long term is the next fiscal quarter. 
They've jumped on G^- and are pushing it 
hard. The Bandito believes this is the right 
mn\e for the wrong reasons. Mehdi Ali has 
championed the product, not because he 
has a long-term vision of what CD^- can 
do for Commodore and the industry, but 
because he saw it as the best way to make 
rnone\' in the short term. The Bandito 
wonders wliat this will mean for CD'- if 
some other new technology looks attractive 
next year.. .does CD'- get lost in the shuffle? 
That seems to be what's happened to the 
Amiga line lately. All the attention and 
effort is going into CD'-, and the Amiga 
line i,s relatively static. Even development 
on peripherals has stopped or is being sold 



off to other companies. Yes, work 
continues on the AAA chips and on new 
Amigas, but the pace is very slow. Why? 
Not enough engineers; most of those who 
are left are working on CD'- related 
projects. 

lEdilor's )h)lf: List insiic, AC qiiokd Lew 
Eggebrecht, vice president of engineering at 
CBM. fis giving priority to bat!! the AAA chip 
set and iucrciKiiig the engineering staff.! 

CD-ROM Mania 

Looks like everyone is jumping on the 
CD-RO.Vl bandwagon. Now Blockbuster is 
renting \-arious CD-ROM titles and 
players. They'll rent you a Sega CD, 3DO, 
or CD-i (it's now lower case, by the way; 
maybe they've realized the hardware isn't 
good enough for upper-case any more) for 
S15 for three days. You can rent titles for all 
of these machines, and you can rent IBM or 
Mac CD-ROM titles, too, So whcre's CD'-= 
in all of this? Left out, apparently. Could it 
have something to do with the fact that 
Phillips owns 25'fii of Blockbuster? Maybe, 
but The Bandito expects Commodore to try 
and get CD'- into this program once the 
machines ha\'e been shipping in the U.S. 
for a while. 

Meanwhile, that upstart compaii)- 
.MediaVision has said they're developing a 
set-top box for 1995. MediaVision makes 
sounds boards and niLiltimedia stuff for 
PCs; they've .ilso started their own line of 
CD-ROiM software, too. And now they've 
decided to jump into the box business, too. 
Well, good luck, folks. You'll only be facing 
half a dozen of the largest manufacturers in 
the world. 

And there's some good ne^vs for CD'-; 
apparently Commodore has finally 
reached a deal \vith Kodak to allow CD'- 
players to officially read Photo CD discs. 
Of course, this might be more meaningful 
if Photo CD ever becomes a success, which 
looks a little unlikely right now. Sure, 
anyone who's into desktop publishing 
thinks Photo CD is just ducky; you get hi- 
res scans for about a dollar apiece, Great 
news for fans of ProPnge or l^ageSlrctnn, 
once Commodore comes out with the new 
CD-ROM add-on for the A4000 and A 1 200 
computers. (When? Oh, expect it by this 
summer, and you won't be too far off.) 

Lew Spills Beans 

Lew Eggebrecht ga\'e the Keynote 
address at the Toronto World of Commo- 
dore show, and in the process he revealed 
a number of interesting factoids. Of course, 
regular Lew watchers know that you have 
to put his remarks in the proper perspec- 
tive, and that decisions made on a higher 
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level ill Commodore miiy wl'JI nffecl wli.il 
he says. Still, though, his speech niiide foj" 
interesting listening, and the crowd 
certainly enjoved it. 

A.4 Lew toils it, the MPliG modules for 
CD'' to piny fiili motion video ore now in 
production, which means you siiould be 
seeing them available by the lime you read 
this article. Of course. The Bandito expects 
that the first few modules will no doubt go 
to Europe rather than the U.S., because 
that's where the majority of the CD'-s are. 
It will take a while for CD^- sales in North 
America to gain whatever momentum ihev 
will attain, which means that CD- add-ons 
are going to be headed first to Europe. 

Next on Commodore engineering's 
hit parade is tlie cost redticlion project of 
CD^-. Obviously, competition is alreadv 
fierce and is just going to get fiercer, so 
they need to get the price of Ciy- as tow as 
possible. This means reducing the parts 
count on the motherboard and looking for 
greater integration of components. 
Unfortunately, it could also mean leaving 
out some features; The Bandito hears that 
engineering is considering removing the 
expansion connector. Hopefullv, thoiLgh, 
this Is just a theoretical exercise, and 
Commodore won't decide to cripple their 
future add-on market. 

After making CD'- less expensive to 
manufacture. Commodore engineers will 
return to getting the AAA chips finished. 
Lciv claims the first chips svorked pretty 
good; the}''re 95"'u functional right nou', 
already moving 24-hit images around 
faster than the AG,A chips handle HAMK. 
The AAA chips may be ready for produc- 
tion as early as March. Of coLirse, that begs 
the question of what system the AAA chips 
are going into. Just because the chips are 
ready doesn't mean the computer is ready 
for them. Yoli can'l just stuff them into an 
A4000 and expect Ihem io work. There's ^^n 
awful lot of software support thai still 
needs to be done. Not to mention design- 
ing a whole new computer system around 
those chips. 

The Bandito hears that some optimists 
believe we'll see an AAA Amiga this year. 
However, it sure seems as though 1995 is a 
more likely target for a complete AAA 
computer. Maybe by that time (he s>'stem 
will be designed around a 6K0611 chip, and 
v\-e'll actually get a DSP on the 
motherboard, and SCSI 11, to boot. 

Actually, Lew said some interesting 
things about future architectures. Commo- 
dore will support the emerging PCI bus 
standard, which is being pushed heavily 
by Intel as the new standard to replace the 
slow, stupid busses on PC clones. So far, 



they'\'e garnered limited support among 
PC maiiufacturer.s, ttiough Apple has said 
they will support PCI on future PowerPC 
Macintoshes, So it seems like we can kiss 
Zorro goodh\'e for the ne,\t generation of 
Amigns, and we'll be able to handle 
industry standard add-on cards — 
assuming that someone writes Amiga 
dri\'ers for them, that is. But PCI should be 
just as easy to use as Zorro; no stupid DIP 
switches to set like on current PC clone 
boards. 

Atari Runs Low on Hype Supplies 

Atari bled money in ri\-ers during the 
third quarter, despite (or perhaps because 
of) the introduction of the Jaguar. Atari 
said while it e.\pects the Jaguar to pull it 
out of the red, it doesn't expect to be 
profitable until 1994 when it savs it will 
ship half a million Jaguars. 

Atari had net losses of S17.6 million, 
or $()..i I per share, on net sales of S4.4 
million, compared to the S1.9 million profit 
reported on S34.5 million in the same 
quarter last j'ear. This means another 
quarter of tosses for Atari, who reported a 
net loss of S6.6 million, or S0,12 per share} 
on net sales of S5.7 million in the second 
quarter 1993. Gee, these numbers make 
Commodore look like a financial superstar. 
Let's see, sales of S4.4 million a quarter 
limes four quarters.. .heck, Atari is smaller 
tlian [nt)st software companies! 

Atari said the write-offs are on about 
S7.5 million of its unsellable Atari ST 
inventory, as well as vvrite-offs of older 
\'idoo game products. Atari's also had to 
spend S6.4 million to close down its 
AListralian operations, cut staff with a fire 
ax, and take a bath on real estate in Europe. 
Hoy it could be worse; they could be Euro 
Disney. 

So Atari's been on a real roller coaster 
ride lately with its stock price; they've gone 
fi'om about 75 cents to $15 and are now 
headed back to under a buck. Boy, 
somebody sure made a few dollars on 
stocks there, didn't they? 

Of course, the hvpe machine fizzled 
when it turned out that Atari couldn't ship 
\er\- many machines, regardless of what 
the demand turned out to be. Atari initially 
expected to ship out 50,000 machines 
before the end of 1993, but they managed 
to get out fewer than 20,000 units. There's 
no data on hou' many they actually sold. 

But of course Sam Tramiel (president 
of Atari) still talks a good year. He believes 
that Atari will sell 500,000 Jaguars in 1994. 
But even Sam had to admit that number 
depended on a few little things, like market 
acceptance of the Jaguar, the availability' of 
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Satisfaction guaranteed! 



396 Washington Street, Wetloslcy, MA 02181 
(617) 237-6846 Voice • (617) 237-9525 Fax 

Pure AMIGA since 1985! 
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Hired Gun 

JOYPORT* 

Adapter 



Play 4 gamers at a time with our fabulous 
adapter. Plugs into your printer port and 
allows 2 more standard Amiga joysticks 
to join in on the fun ! 

Only $19.95US + $3.00 S&H. 

Sorry, no CODs Mow S-S weeks lof delrvery 
Dealer inquiries welcome ' 

Send cheque or money order to : 



Proton Palace BBS 

Box 23149, Ottawa 

Ontario, Canada 

K2A4E2 

Voice 61 3 596 0668 BBS 61 3 829 0909 
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Introducing 

Scientific 

Amigan 

* 

A monthly newsletter for 
scientists and engineers 



Articles and software to enhance 
research, analysis, and design 
with the Amiga. Two disks with 
subscription: $39 domestic, add 
$10 for foreign delivery. 

Dept. AZ 

POB 60685 

Savannah, GA 31420-0685 

* Combined January/February Edition 
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AGA+M2 



AniKulillti Cnimpuiin^ and Aglei Soft\\Ljre Lire proud 
loiinthnirKc ibc Inn^-awailcd 

\V orkbench 3 Modula'2 Inlerface 

nk'ikllinjrk WJi'i olk-iv :ill Wuiktviidi 3 lunclinns. ilK'tuilin*: 
A(;A Sii|>jiiiri. \RKX\. GadTools: inManl gadgets and 
incnus. HO(JJ*SI nbit."cl-':'h(;ritcd Imuiikm. ASL: itandanl 
TL'tjuc^ltT^. IKKK Malh. IFFParst: ea>\ IFT' access, and 
Examptv Prttprjms. 

Bi'tiL-hiiurk \VB3 i"- ;i\jilal>k' turDiirspetial introducton' price 
of onl> S 1 25. \VB2 ii'-cn. Lan upiifiidit' ui WB? for only S25h 

Wc'ro ntTcriny •special disfmunlN on upcnKlc> lo Benchmark fur 
olhi.*r Mixluly-2 uvtrs, C;i\\ or wrlie for our frc<? catalog. 

Moui'v-hitcl. viui/itfuv^' on alt Armiitti!f>> Cnm/'iirhv^ pri'd-.ms. 

Armadillo Computing 

^12^ Mar^moiini ]>nvc. Ausiin. Texav 7S723 

t*hiiiK*/T*";it: 5 1 2/y2(i-ll3W> Inlcmct: jolinccr^ hi^.coni 

M.i~ii-i<'.iiJ and \'i~j .k-Li-pial 

Turbo Pascal - Only Better 




DREAMWORKS VIDEO PRODUCTIONS 

Presents The New VOLUME 2.3of 

THEGUIDEJV 

ART DEPARTMENT PRO 2.+ 

Video Tutorial Series 

Fpfiturinjj - Toaster Friiinestorc?s. AREXX povvertools. FRED's 

nt'w povvt'i'tools, PnOControl. .-Viiim 5/8 manipulation, 

SioiFrim. jjrinli-d transri'ipl & Ltits more! S2S.WJ 

Vt?l»nu- 1 Tuliii'lak fi-alurc color piillette maoipulnlton, imnffo 

t'fjoipositinjl. T(^xl VisiiiilOpcriilions, Tilo\'isunl fJpc'rjiHon*;, 

Scalintl. 1-HKI) & .More. S23.9.') 

S:!9.9.j each or S49.9i5 for both * includes shippitig 2 day mail) 

Call for shipping rates outside U.S. 

Kri-e Cifls with eiu-li unScr. ..Vdd-SIII.IHI forC.O.D.'s 

To order call 1-800-453-8308 anytime 

To receive ii FREE inforniation paekel 
call anytime 602-893-3988 



VISA 



nr \i rili' to: 
Aniasing .-IW /*rr> 

5037 East Kerrifnii 

'y Pliirnix. Arizona 8.JIW 

and ninney urfhnt ttehame. 

PU'UHi' allaa- IVJ ufphi fnr rherk nrtlers. 

Pltaae make payments ptiytibte tii lirvainWitrk'. 
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parts to build the units, and the transition 
to volume prodLiction. At.iri ckiims to h.i\L' 
cnsli rL'SL'r\es of S3-t million, wSiich thcv 
said is doivn onlv SI million from the S35 
million it hnd on June 30, 1993. Seems kind 
of stfiinge th.Tt vou cnti lose S17 million in a 
quarter but lose only Si million from your 
bank account, but maybe The Bandito just 
doe.sn't understand corporate finances. 



Mavbe it makes a difference if you do vour 
company books on an .^tari ST. 

.►\nyway. Atari still isn't saving \vhen 
the COROM portion of the Jaguar will 
actually arri\-e. Tlio Bandito thinks Ihat Ibis 
may never see tlie marketplace, if Jas;Liar 
sales don't pick up substantially. The \'ear 
1994 may mark when we finally bid adieu 
to Atari, the Incredible Shrinking Com- 
pany. But what will theTrnmiel boys dti 
for a living then? Ma\be Jack u'ili have lo 
find them a new company to run. Sav, jack, 
there's this company who's lost a lot of 
money recently, so their stock price is 
reallv low... 

Commodore: The Expensive 
Computer 

Get this, .Amiga fans: the Macintosh is 
now cheaper than an .Amiga 40(10, That's 
right, a (iS(140-bascd Macintosh is cheaper 
than a A8{)30-based A4000-030, and let's not 
e\'en compare the A4t)0tl-l)40. Will 
Commodore lower prices to compete? 
Perhaps some, liecause thev've done a cost- 
reduced version of the A4()(K) mother- 
board, but thev piobablv won't hnver 
prices tliat much considering their current 
fiscal situation. Commodore figures that 
anybody who really ivants or needs an 
Amiga \vill pay the premium. Thev aren't 
going to use price as an incenli\'e to lure 
new buyers. Unfortunately, Commodore 
may find that they're losing .'Xmiga 
loyalists to less expensive Macintoshes. 
Sure, the operating system's not as 
powerful, but there's lots of software to 
choose from, and plenty' of peripherals. If 
you want a graphics accelerator for the 
Mac to match your Amiga's blitter, those 
are available for extra SSS. How low have 
Macs gone? Well, you can get a 20MJJz 
6804(1 Mac with 4MB of KAM and an SOMB 
hard drive for about S'-Kll) these days, sans 
monitor and keyboard. That's pretty durn 
low. 

While the A4000 looks pretty 
expensive, the A12(10 is a bargain these 
days. Throw in a low-cost IDE hard drive 
and you can get yourseif a complete 
system, with monitor, lor around S7I10. 
You still can't do that with a Macintosh. 
And I'C clones at equivalent power run a 
couple of hundred dollars more. What's 
still mi.ssing, of course, is softivare 
conipatibilitv with the rest of the ivorld. 
Sure, if vou want to work at it, you can 
translate (imperfectly) wordprocessing and 
spreadsheets into and out of vour Amiga. 
Sometimes it will work great, sometimes it 
won't. There's a business opportunity for 
someone who can make it transparent to 
the user, thus making an Amiga seem like 



ArtScope Industries 
Presents 

The Brownstone House 

A collcotiftn of .^-D ohjcch in Ir^iasinc format 

Rci;rnll\ Rrninjltd llirrc story ISrowiisUmi; 

House cojiu-s fompk'lf wiili plaslcr walls. 
Two tircjilaccs. ISay window, full tiiolJinss, 

Decorative afchways, eolumns and more.* 

Furnjshcj Kitchen, ijattiroom. LivinjrooiB. 
Diniii°room. Bedroom. Doors & Slainvays. 

Includes furnilure. apjillanccs. eihincts. rugs, 
countertops. fixtures, lamps, painlings, ele. 

Read; lo move in. Virlually 
Lois of otijcels. fully colofei! & lesltired. 

Stitu clieck or money order for Sty. 99 !o: 

ArlSeope Industries 

3.1' lllli Street 

BKI.YN NY 11215 

(7 1 Si 96.^.1492 
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an easy and fun wnv lo take vour work 
home from the office. 

Cost reductions on the CD32 
motherboard may lead to even further cost 
reductions for the A1200. Or Commodore 
couki elecide to makeCD32 its low-end 
computer choice, by offering the kev- 
board/mouse/floppy add-on package 
they've been contemplating. The Bandito 
hears that one of the choices considered in 
the redesign of the CD32 iiiolherboard was 
the ability to drop in a (i8l)30 instead of a 
68020, or even a 68040 chip (probably one 
of those without a math unit, to sa\-e 
money). Commodore is anticipating that 
6S0\(1 prices will drop sharply when Apple 
starts buying I'mverl'C chips, instead; 
Motorola may be left with a glut of chips. 
Which could mean more power for low- 
end .Amigas at even lower prices than we 
ha\'e now. Tlmugh if Mi>torola cuts back 
on fiSOxO production, prices could be 
driven higher eventually. Commodore 
should trv to lock in a long-term price now. 

•AC* 



PSST! 



Dt) yoti know of any ruiiioi's. 
gossip, scuttlebiill. or jusl plain 

din? If so, bc'comc a prorcssioiial 
itttticltijc aiKi ptiss these tidbits on 
lo: 

Till' BiiiulUo 

i/o Aimiziitg Ci)iiipiiiliii> 

P.O. H().\-2I4() 

Fall River. MA 02722-2140 
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Amaj;i.\c; Computii\'g 



special Offer for AC Readers! 

AMOS (US), AMOS Compiler, and AMOS 3D 

all llir.T lor only $99.99' 

Bring your Amiga to Life! 



AMOS - The Creator is like nolhing you've ever seen before on the Amiga, if you want to harness 
the hidden power of your Amiga, then AMOS is for you! 

AMOS Basic is a sophisticated development language with more than 500 different commands to 
produce (he results you want with the minimum of effort. This special version of AMOS has been 
created to perfectly meet the needs of American Amiga owners. It includes clearer and brighter 
graphics than ever before, and a specially adapted screen size (NTSC). 



"Whether you are a budding Amiga programmer who wants to create fancy graphics without weeks 
of typing, or a seasoned veteran who wants to build a graphic user interface with the minimum of 
fuss and link with C routines. AMOS is ideal tor you." Amazing Computing. June 1992 

^ Define and animate hardware and software sprites (bobs) with lightning speed. 

^ Display up to eight screens on your TV at once - each with its own color palette 
and resolution (including HAM. interlace, half-brite and dual playfield modes). 

^ Scroll a screen with ease. Create multi-level parallax scrolling by overlapping 
different screens - perfect for scrolling shoot-em-ups. 

^ Use the unique AMOS Animation Language to create complex animation 
sequences for sprites, bobs or screens which work on interrupt. 

^ Play Soundtracker. Sonix or GMC (Games Music Creator) tunes or IFF samples 
on interrupt to bring your programs vividly to life. 

^ Use commands like RAINBOW and COPPER MOVE to create fabulous color 
bars like the very best demos. 

^ Transfer STOS programs to your Amiga and quickly get them working like the 
original. 

^ Use AMOS on any Amiga from an A500 with a single drive to the very latest 
model with hard disk. 

WHAT YOU GET! 

AMOS (US)— AMOS BASIC, sprite editor. Magic Forest and Amosteroids arcade games, Castle AMOS 

graphical adventure. Number Leap educational game. 400-page manual with more than 80 example 

programs on disk, sample tunes, Sprite files, and registration card. 

AMOS Compiler— AMOS Compiler, AMOS language updater, AMOS Assembler, eight demonstration 

programs which show off the power of the compiler, and a comprehensive, easy-to-use manual to 

develop lightning fast software. 

AMOS 3D— Object Modeler. 30 new AMOS commands, and more. AMOS 3D allows you to create 3D 

animations as fast as 16 to 25 frames per second. You can display up to 20 objects at once, mix 3D with 

other AMOS features such as sprites, bobs, plus backgrounds, and more. 

Liinitcfl Tinw Offer for AC readers ottlyl 

Get all three AMOS packages at one great price. Order today by sending your name, address 
(physical address please— all orders will be shipped by UPS), and S99.99 ("plus $10.00 for Shipping 
and handling) to: AMOS Special. PiM Publications. Inc.. P.O. Box 2140. Fall River, MA 02722-2140 or 
use your VISA, MasterCard, or Discover and fax 1 -508-675-6002 or call toll free in the US or Canada: 



1-800-345-3360 



puropREss 



O 1 I w 



Please allow 4 lo 6 weeks far delivery, 

AMOS written by Francois Lionel. 

'1992 Uandarin,.Jawx 

Courlr>- of Ortgrn: UK 




Um? tlie sofiiiisticiileit t-ditor tn dt^sti;*! vimi t ttM^ioii^ 



1. .1 i'j.^ . . "^:,...:.u,[.:i.,j i:s^'^". 


1^1, ■iMMIIiMlli™ IIH 




^T^BHaHbl'P^ : Mifilc, Honly i'vthon. 


^ 



Create serious software fike Datal^ex 




Produce eilticalronal programs with easo 




■,'m-h\\ Stirit. Pilitr^f 




Cieatf brejIhtiMni; graphical effects as never before 
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Digital Image Special F/X 




Part V: Embossing 



In/ Williaii! Frau'lcy 



I 



n this, the fifth in a series of articles 
describing tips and techniques for manipu- 
lating images using special effects, we'll 
learn the art of properly pressing an image 
into a background texture, with the aid of 
Alpha transparency channels, for an 
elegant, soft-edged look. With a much more 
thorough approach and a slightly different 
emphasis than that covered in Art Depart- 
ment Professional's manual, I'll be demon- 
strating the technique using the ever- 
popular image processing software with 
the aid of PagcStreani for producing super- 
bitmap logos or design elements, which 
although not quite considered paint 
software, nonetheless does have the ability 
to "print" its layouts as a graphic IFF 
suitable for our needs. And for those who 
have taken up the craft, you'll witness the 
beauty of this process fully automated in 
the accompanying ARexx script. 



PageStream Super-Bitmaps 

Tu begin any embossing, you obviously need something to 
emboss, mid for this tvpe of ^vork, wc'W need to crcatL- a two-color, 
black-nnd-white image of simple design. Ihis design cnn be 
anything from logos to borders to headline text. For our tutorial 
here, we'll easilv create a modest design element that can be used 
later as a photo vignette border (Figures 1-3). For your own 
embossing projects in the future, 1 would suggest that you use 
subject matter that is m)t too busy because the detail will probably 
be obscured in the end. 

Why have we chosen I'ageStreani lo create our design? Well, 
it is much easier to compose a piece destined for high-resolution 
print output in a page layout program. One can then be afforded 
the option of producing super-bitmaps lo reduce the jaggie effect 
rather than using a paint program for the same lask. Considering 
the nature of the emboss process, one can see that structLired 
drawing tools are better suited for creating design elements, not to 
mention the ability to access the hundreds of PostScript fonts 
available within this application software. And, as pre\iously 
mentioned, PageStream does have the ability to output a black- 
and-white ILBM via its custom printer driver, with dimensions 
suitable for any desktop publishing or image processing project. 
Of course, if large bitmaps aren't a priority and you don't ha\e 
PageStream or its equivalent, you may simply use a paint program 



like Di'/iJ.vcPfi/Jii. Though lacking tools like Bezier curves, it does 
allow vou lo alter the page size to produce super-bitmaps. 

Assuming vou ha\-e PageStream running, open a new 
document with a user size of 4.9" wide by 3.2" tall, which when 
"printed" as aii IFF will yield an image with the same aspect ratio 
as a hires-interlaced screen, approximate!)- 736 x 48U pixels if 
printed at the 150,150 dpi density or 1472 x 960 pixels if printed at 
the maximum 300,300 dpi density setting. Of course, if you really 
needed some hires output, an 8.?" x 11" page printed at 
PageStream's maximum density for bitmaps would produce a 
bitmap graphic with dimensions of 2550 x 3300 pixels. 

For the remainder of this tutorial however, I'll not assume 
anything about your available memory and present the material so 
as to allow you to choose sizes for images that work with your 
own system configLU-ation. But if you have a configuration similar 
lo mine, thai is an A30n0 with 10MB of RAN4, feel free lo change 
the size to 7" x 5" as I did (Figure lA). This will yield an image 
1050 X 750 pixels at 150,150 dpi and give you some practice at 
working with larger images. 

Now select the polygon tool and draw out a shape similar to 
that in I'igurol A using a combination of straight lines and Bezier 
curves. Choose the pointer tool and Copy this new element. L-nter 
the menu Object-Line Style and change the line width to seven 
points. Make sure your grid is set to around six points and locked, 
select Paste from the Edit menu, and then click and drag out a 
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Using PageStream, ADPro and ARexx to 
Automatically Process Images 



duplicate form thai fits snuglv inside the first copy ns shown in 
rimirclA. Click on tht' Pointer tool again and select this new copy. 
This lime, choose the menu item 0!iject-l"ill Style and fill with 
lilack. Now refer to f-igurel A again for an example of the detailing 
that should be added next, the small white squares and the large 
white ova! in the center, for example. I'm confident that you know 
ho\v to add these without instruction. 

With our (.k'sign complete, change the printer driver to 
"li-riLBM. printer" in the ConfigLire Printer requester accessed 
from the CSIobal menu, as.suming yt)u have the driver installed in 
the proper directorv for PagcStream printer drivers. K\it this and 
enter the Print Document requester via the f-ile-Prinl menu. Select 
150,150 for the print densitv and print. When the file requester 
appears, select on appropriate directory to store this and name the 
file something like "Border.ilbm." Wait for the print process to 
finish and then exit PageStream. You now ha\'c vour hlack-and- 
vv'hite foreground image. Now for the fun part. 

Outward Embossing 

rSefore we begin the out\vnrd embossing process, vou'll need 
to choose a background texture that vou feel is the most appropri- 
ate for the task. Personally, I've alvvays taken a liking to marbles, 
but the sky's the limit here. Hven if vou don't vet posses a 24-bil 
display device, using n 24-bit texture now will yield the best 
results in the end as ADPro will maintain all the full-color 
information throughout the entire process. Besides, ADPro has 
some of the best dithering routines a\ailaWe for converting n full- 
color image to Amiga's IZCS screen display, and if you have an 
AGA machine, you're even better off, or so I'm told. With that in 
mind, if you're using a hard drive, copy this texture to the same 
directory as vour foreground pic. This is not mandatory, but it will 
expedite the process down the road. 

To begin, this process requires thnt the foreground image be 
smaller than or equal to the background texture's dimensions, so if 
you ha\-en't done so airead\', rvin .ADPro and load both of the 
aforementioned images, noting their respective dimensions. If the 
sizes don't meet the conditions JList mentioned, vou'll need to do 
some scaling. If you'd prefer to maintain the foreground's high 
resolution, then scale the background slightly larger than this one 
and resnve as "NewBackPic" (I'igure It;). Otherwise, if you can't 
afford to increase the backgrounii's size for various reasons, scale 
down the foreground image and rcsaveos "NewForcPic." Before 
you try this, please note: .As of ADPro V2.1 .3, there is a bug/ 
problem when using the "Negative" operator after scaling a one- 
bit-plane image. The result is a whacked-out deformity where 
every line alternates color with its counterpart in both the Colorll 
and Colorl registers. So, lor reasons that will soon Lie re\ealed, if 
you need to scale the txvo-color foreground image, u.se the 
operator Negati\'e first and then scale. Alas, but something else 
happens after scaling. Depending on the size of the image, scaling 
may alter the original colors of the image, so if what was once a 
pure l'>lack(l),l1,(l) and white(255,255,255) bitmap, ma\ now have in 
color registers and 1 (3,3,3) and (249,249,24')), respectively. To 
solve this, after we have scaled the foreground image, enter the 
Palette Control requester and edit the palette to return color 
registers and 1 back to pure lilackfO.CO) and pure 
white(255,255,255), respectively. Now Lock the palette and accept 
this requester. Make sure the original Screen Controls are chosen, 
in this case, III Res Lace two-color, and Fixeciitc to rc-render our 
foreground ILBM. Now save this as "NegForePic" (Figure IB). 



Otherwise, if no scaling was necessary, just use the Negative 
operator, re-render and then save as "NegForePic." The result is 
now the first stage of out soon-to-be Highlight and Shaciinv Alpha 
channels. 

Blurring the Negative 

Next, we need to blur this negati\'e of our foreground image 
approximately eight times. The amount of blurring is contingent 
upon the size of the image, more for larger images, less for smaller 
ones. Either use the Blur operator at its default settings, or the 
Convolve operator with the "Blur5x5" loaded at its defaults. Save 
this resulting image as an IFF, 8 bit-plane Data with the name 
"BlurPic." This image forms the basis of the two Alpha channel 
masks that will need to be created next for the raised highlight and 
shadow elements of the final embossed image (FigurelC). We blur 
it to impart soft edges to the eventual highlights and shadows. 

Now to create the ivorker bees of the entire emboss project, 
load a BackDrop and set its parameters to Color, Fill, R255 G255 
B255 and a width and height exactly equal to the latest version, 
scaled tir unsealed, of our background texture "BackPic." Save this 
IFF, 24 bit-plane image as "BackDropW." Do the same procedure 
again, except this time change the colors to "Rfl CO BO" and save as 
"BackDropB." These images, when used in conjiuiction with the 
upcoming .Alpha masks, xvill be responsible for the lightening and 
darkening of the backgroimd texture's highlight and shadow 
regions (Figure ID). 

Creating the Alpha Channels 

These next steps will create the Alpha channels that function 
as the linear transparency keys between the background texture 
and the white and black backdrops just created to "lay down" the 
highlight and shado^v regions. Remember, in ADPro's version of 
Alpha channeling, white or higher values are transparent while 
black or darker \'alues in an S bit-plane image are opaque. This is 
the reason whv \ve made a negati\'e of the foreground image, to 
allow the original black design elements to he composited onto the 
background texture with \ariable transparency through the Alpha 
mask. So while we still have "BackDropB" loaded in .ADPro's 
buffer, turn on Composite and switch the Load option back to IFF. 
Load in "BlurPic" and when the Composite Control requester 
appears, leave ail at their default values except the offset values 
Off X and Off Y. Choose a value that will be representative of how 
much emboss effect you desire. Take notice. \ posiHve \alue will 
create the Sliadoiv Alpha channel and negative values will create 
the Highlight Alpha channel bv offsetting the transparency keys in 
opposite directions. So to compose the Shadow Alpha mask, enter 
(+4) in both gadgets and accept the requester. In ADPro, two 
conditions must be met for an Alpha channel to work properly. 
First, an ,Alpha channel must be the same size as the image being 
loaded, this is the reason why we've composited the "BlurPic" 
onto the "BackDropB" because this new Alpha mask will be used 
between the background texture and the shadow plane 
"BackDropB." Second, the Alpha channel must be a gray scale IFF; 
therefore, since we just composited a gray scale IFF onto a full- 
color image, we must use the operator ColorToGray to convert 
this new image back to gray scale. Now save this TFT, 8 bit-plane 
image as "AlphaS" (Figure ID). 

We'll now need to create the highlight Alpha mask so turn off 
Composite and reload "BackDropB." Switch Composite back on 
and reload "BlurPic." This time in the Composite Control 
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rci]uester, cliaiigu ihi; Off X nnd Off Y vnlucs lo (-4) nmi .icccpt. 
Again, convert lo gray witli flie (ipumtoi- Colur_'Ri_Gray <ind sa\-L> 
this IFF, 8 bit-plane image iis "AlphaH" (Figurel D). VVl> now liavo 
our Migiijight and Shadow Alpha channels. 

The last temporary file we need to create before the finale is a 
textured foreground mask, used in the final eoniposito to cover all 
the highlight and shadow artifacts thiit shouldn't Lx' seen. For this, 
make sure Composite is off and load in (he background texture 
"Backl^ic." Turn on Composite, load in "NegForePic," and hi the 
Composite Control requester, make white (R255,G255,B253) the 
transparent color, click Center and accept the requester. This fills 
in the wiiite regions of "NegKoreTic" with the backgroimd texture, 
leaving the rest of the itnage solid black. Save this IFF, 24 bit-plane 
image as "TexturcPic" (l-igure IF). .Mow for the final mix. 

Turn off Composite and toad \n the background texlure. Now 
turn on Composite and choose the Load option "Alpha." Load in 
"BackDropH" and when the Composite Control requester 
appears, make sure all parameters are at iheir defauKs, no offsets 
and no transparenc>' color, and accept. 

Figure 3 




Unfortunately, because of another 
quirk in ADI'ro, the Mix parameter has no 
effect when used with the Alpha loader 
option; therefore, we'll take care of this 
problem shortly- Now when the file 
requester appears asking for an Alpha 
channel to load, select "AlphaM." You've 
now just added the highlight region to the 
background, hut because the transparency 
Mix failed to function, we have a rather 
washed-out highlight. Correct for this by 
changing the Load format to IFF, leave 
Composite on and now load in the original 
background texture, hi the Composite 
Control requester, again leave everything at 
default, except this time enter 65 for a Mix 
\-alue to reduce the highlight effect. Next, 
change the Load format back to Alpha and 
repeat the procedure as before using 
"BackDropB" for the image and "AlphaS" 
for the Alpha channel. Again, reduce the 
shaciow effect, hut not as miich, b\' 
compositing the background texture back 
onto this group with a Mix value of about 20. 
Finally, composite the "TexturePic" onto this 
bunch using Center, a transparency color of 
bLick(Rt),GO,BO), and a full Mix \alue of 100. If all went well, you 
should now have a nicely- embossed border design on a back- 
ground texture (Figure 2). 

For a final touch, consider blurring this image once to smooth 
out the rough edges or jaggies that were inherent in the fore- 
ground image. Otherwise, you're done. 

Vignette Sandwich 

As )'OU can sec from Figure 2, I went through se\'eral extra 
steps in the embossing process to add another image between the 
background and the foreground liorder design. While I won't 
detail those steps for you here textuaily, I think you should be able 
lo understand how this yvas done by v'isunlly examining the 
component images in Figure 3. Flowcver, 1 must point out that had 
1 merely composited the \'ignetted photo onto the final embossed 
image instead of first compositing it onto the background texture, 
the sense of depth created by the fine highlight and shadow details 
in the interior of the oval woLild ha\-e been destroved. It is this 
attention to the small details that add lo the realism of the 
embossed effect. 



Inward Embossing 

With a few minor exceptions, the 
principle for achieving an inward-pressed 
look is much the same as that for outward 
embossing. The major differences lie in the 
creation of the highlight and shadow Alpha 
channels. Instead of surrounding the 
elements of the foreground image as before, 
the shadoyvs and highlights must lie inside 
the elements themselves, as if the edges of 
the background are casting shadows into the 
foreground elements' depression. Therefore, 
when creating the .Alpha transparency keys, 
you must use the foreground image and a 
negati\-e of itself composited together at a 
slight offset to mask out all regions but the 
highlight and sh.idow strips. This process is 
very similar to that operation in DeluxePaint 
when stamping down a two-color brush 
onto itself when using the right mouse 
button to reverse the colors being applied, 
tairthermoro, once these pre-,'\!pha masks 
are created and blurred, the "Negf'orePic" is 
composited on each to mask out the blurry 
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wliilo porliiins thiit leaked iiLitside the loruj^roiiiid ck'nients 
bt'cnuso of ihe bkir process. 

Lnstly, ill Oif fiiiiil compusiting fren/.v, Ihe effects cif the 
highlight <ind shiitiows Ciin fie reduced more quickly by mixing in 
the "TexturePic" with black transparent instc^id of using the whole 
background texture. The image created here utilized a public 
domain Postscript font called ObloDingbats and the background 
vva.H one from the ProTextures collection labelled Cold.TXT (1-igure 
4), If you have any questions about inward embossing that 1 may 
not have covered here, fee) free to consult the ARexx script which 
details some extra minor points. 



Figure 4 
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The Scripts 

As usual, the code is hea\ily commented for yours and my 
benefit. The script entitled "Emboss.adrx." can be called from 
within ADPro itself by assigning it to one of the function keys, or 
bv using the header script "timboss.Hdr.rexx" from a shell or 
assigning it to a Directon,- Opus button. This script basically slarLs 
ADPi'o if it isn't running alreacHy and switches control to 
"Emboss.adrx" once ADPro is found 

One minor point that 1 didn't co\'cr in the main tutorial but 
that is taken care of in the code is the fact that when the fore- 
ground image is blurred for later use as Alpha channels, the 
direction of the blurring is unfortunatelv not proportional in lioth 
directions dLie to the nature ot the convolution. Consequently, \ 
have corrected this bv adjusting the off.sets in the Composite 
parameters. If you've been following along with the tutorial, you 
might notice this effect in your final embossed image as thinner 
highlight lines in the horizontal direction, and thinner shadow 
lines in the \'erdcal direcHons. 

If you'd prefer, you can obviously save time when entering 
this coiic by omitting the comments. By my calCLilations, using the 
ARcxx script instead of mantiallv embossing should save you 
approximately 30 minutes. 

Conclusion 

As you may have noticed, 1 chose not to include any ARexx 
script for Oj'nlPaiiil, only becatise it was determined that using 
ADI'ro is much faster due to the flexibility and efficiency of the 
more important functions, namelv Blurring and Scaling, Besides, 
as of version 2. 1 of OpalPainl, there are no .ARexx commancfs 
listed for controlling the .Alpha options of the Alpha mode, not to 
mention a bug, rendering Zap inoperable v\'hen using an Alpha 
channel during a Rub-Through operation. These were crucial to 
the success of the automatic ARexx emboss operation. Movvever, 
you might try this related exercise anyway in OpalPaint if you 
have it. 

Load in a favorite texture anci make a duplicate of it in a 
spare page. Return to the original page and Zap the whole image 
using the built-in "Emboss" mode. Now using a transparency of 
5i)".'u, perform a Textured Rub-Throtigh of the spare page image 
onto the ctirivnt page. Simple and mildly interesting. 
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i^EFiPPP Pyramid Midi Interface 
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pyramid Sound Enhancer 
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Emboss.adrx 



Emboss. adrx vl.O by^ William Frawley 
Hovemter 29, 1993 



EHibosaefi a 2-color image or logo onto a full-color 
t:excurfr or background using ADPro. 



Usage: Call from a function key in ADPro by renaming 
j^his program in one oE ADPro's hotkey naming 
conventions {xFy. adproj where xsQualifyftrKey 
and y^l-O, or use the ARexx macro ficript 
FO.sdpi^o included with ADPro which allows the 
user tP select any ARexx script via a handy 
file requester. Simply select "EtnbOES . adrx". 
This program can also be calliSd from within 
the included ARexx header script which will 
allGW you to start this script from a CONsole 
or Directory Opus. 

MOTE: Several temporary files are created in the 
process, therefore a HardDrive or plenty of 
RAH is highly recoirmended. 



OPTIONS fiSSULTS 
ADDRESS "ADPro" 

ADPKo.TO.raoirr 
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As3t user for Btw Foregrcjund iriage ond £ull-color ■•/ 
Background image, use ASPro's ARexx GetFile feature ■•/ 
CO asflign logical filenames to the external files ■•/ 
to be used as che Sackgrotind Texture and Logo later ••/ 



GetPile '"Choose 2 -Crolor foreground linage..." 
IF RC=10 THEN CALL FaiH "Selection Failedl") 
For e P i c =ADPKO _RE SDLT 

GetFile ' "Choose Background Texture . . . "' 

IF RC=10 THEN CALL FaiH "Selection Failed!") 

Back? i C = ADPRa_RE SULT 



/** Ask uaer for Highlight/Shadow Ofleet. Default for •*/ 
/** ScreenSize images is 4. *•/ 



Of fset=4 



/* Default Offset . 



GetNumber '"Enter shadow offset;"' 4 1 10 
IP RC-ttO THEK call FailC'WroJig Par anietor ! " J 
Off setsAOPRO.REatrLT 

Offsetx=offaee 
of£set.y=of££et 



/•* Ask user for Highlight and Shadow strength. 



GetNumber '"EBCer Kighlight Strength <,%):'" 3b 1 100 
IF HC-=0 THEN CALL Fflll("Wrong Parameter!") 
HigliMix=100-ADPKO_RESULT /* Invert for Texture Strength •/ 

GetHumber '"Enter Shadow strength (%)!"' BO 1 100 
IF RC— THEN CALL FaiK "Wrong Parameter!") 
ShadMix-lOO-ADPRO_RESULT /* Invert for Texture Strength •/ 



/•■ Ask user whether to emboBS logo OUTWARD or INWARD? **/ 



0}:ay2 '"Emboss Direction! 0K=Out CAHCBL-In?" 



IP RC=0 THEN Direction^'-IH" 
ELSE □ireetion="OUT"* 



Ask user where to store ten^orary files that are 
created. If user selected hard drive, parse off 
Directory where ForePic ie stored to use as loca- 
tion for temporary file storage. Otherwise, if RAH 
is abundant, change the Directory to "RAH;" 



Okay2 '"Temp Pir; OK = raH; CWrCEi,=HardDrlve" 



IF RC=0 THEN Directory=GetDir{ForePic) 
ELSE Directory="RAM!"' 



LOAD Foreground i Background pics to determine 
each inage's di^ensiona. 



LFonaat "OMIVERSAL" 

Load BackPic 

IP RC-^0 THEH CALL Fail(*Load Failed!") 
BackWidth-Getwidthl ) 
BackHeight^GetHeight [ ) 

Load ForePic 

IF RC- = THEN CALL FailCLoad Failed!") 

Iiaage_Type 

Type = AD?RO_ RE StJLT 

IF Type- = "GRAY BITPLAHE" THEN CALL FailCMuet be BJ-Wl") 

ForeWidth=GetWtdth [ ) 

ForeHeighc=GetHeight ( 1 



Ask user which image to SCALE, If needed. For best 
results, ForePic should be smaller than BackPic in 
both dimensions. So, either reduce the size of 
ForePic, or scale the Background TexCurE larger, 
which, depending on its nature and i£ it'a a 24-blt 
image^ won't suffer too much from the jaggies. 



IP ForeWidth>BackWidth I PoreHeigbt>0ackwidth THEN DO 

OkaiyZ '"OK^Scale ForePic CANCELsScale BackPic" 
IF RC=0 THEN HhichOne="Back" 
ELSE WhichOne="Fore" 
END 



ELSE WhichDne=0 



/■ Ho Scaling flag. 



Create NEGATIVE of PorePic to be used later. SAVE 
as NegPorePic. NOTE; As of ADPro V2.1.3 there is 
a bug when Scaling a 2-color image and then uelng 
the Operator KEGATIVE, BO here we take the negative 
firot, Save as NegForePic, then later Scale both 
ForePic and WegForoPic it r.ecesflftry, and finally 
resave both as KewForePic and HegForePic, respect- 
ively. 



Operator "negative" 



CALL Render 



• Inverse Forepic for use as Alpha */ 
aiask where white is transparent. */ 



KegForePiCT^Directoiyl r'HegFgrePic. ilbm" 
Save NegForePic "IHAOS" 



/• SCALE FOREPIC •/ 

/* SCALE tJegParePic, used for •/ 

/* both IN and OUT EinbosBing. •/ 

/* Get new diDensions. */ 



IF HhichOnc^-'Pore" THEH DO 

CALL Scale 

ForeWidth-GetWidthl } 
PoreHeight^GetHeight ( ) 
CALL Render 
Save HegForePii; "IMAGE" 



IP Direction^-iK" then do 

Load ForePic 

CALL Seal e 

CALL Render 

ForePlc=:Directory M "HewForePic.ilbm" /■ Leave user's 

Save ForePic "IMAGE" /* original image intact- 

TNP 
ELSE NOP 



END 

IF WhichOne="Back" THEJJ DO 

Load BackPic 
CALL Scale 
BackWidth-GetwidthI ) 
BackHeight=GetHeigbt ( 1 
SFornat "IFF" 

IF RC~=0 THEN CALL Fail {ADPRO_ RESULT! 
BackPic-Directory I I "NewBackPic.iff24" 
Save BackPic "RAW" 
END 



/* SCALE BACKPIC */ 



/* HO SCALE HECESSARY */ 



V 



/*• Determine Center Offsets for ForePic relative to **/ 
/«• BackPic. "/ 

y ** * V 

CenterX=(BackHidth-ForeWidth!%2 /• Integer division. '/ 

CenterY'-tBackHeight-ForeHeight)^2 



/** Create the vrtiite Highlight layer 
/** — ••/ 

LForaat "BACKDROP" 

Load "AKY" BackWidth BackHeight "COLOR" 255 255 255 

Highlight TDi rectory I r"BackDropH.iff24'' 

Save Highlight -'RAW" 



/•* Create the Bleck Shadow layer 
/•* ^••/ 

LFormat "BACKDROP" 

Load "ANY" aackwidth Sacktieight "COLOR" ODD 

Sbadow=Dxrectory| {"BackDrapS. Iff 24" 

Save Shadow "RAW" 
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/*" Create Blurred Negative Alpha Channels for aoft 
/*' Highlight: and Shadow edges. 



ElurAmt-Of fset*2 /' BlurAnit proportional to Offset value */ 
/• because larger elements need fuziier •/ 
/• edges as well ae larger cEEeet values. •/ 
LFonnAt "iff 
Load MegPorePic 



/• OUTWARD Emboeaing 



IF DiEectioa="Oar*' THEN DO 

/* Create Blurred KegForePic •/ 

CALL BIur(Blurhmt) 
BlurPic^Direccoryl I "BlurPic.iEffl" 
SForTEat "IFF" 
Save BlurPic "RAW 

/* Create Highlight Alpha Channel '/ 

Load Shadow /■ Used for opacity in Alpha xnaak 

Load BlurPic CenterX-of f se^x CenterY- {of f HetY\.6 ) 100 
Operator "COLOR .TO_GRAY" /* The factor .6 ifl 

AlphaHsDirectory I | "AlphaH. if f S'' /* uaed to adjust the 
Save AlphaH "RAW" /* offsets because of 

/* the way BLURlng opetateS- 
/• Create Shadow Alpha Channel */ 

Load Shadow 

Load alurPic CenterK+ (Of f setx^. 6) CenterY+of f getY 100 

Operator "COLOR_TO_GRAY" 

AlphaS^Directoryl I "Alphas. if fS- 
Save Alphas "RAW" 



END 



/* Create Shadow Alpha Channel •/ 



*•/ 



/* INWARD EmbosBing "/ 



/* ForePic Mask •/ 



/• Opacity WasX •/ 



Load ForePic Offsets^. E OfEaetY 100 255 255 255 

CALL BlurtBlurAmt: 

Load MegForePic lOD 255 255 255 

SForrcat "~TF" 
BlurPic=DireetDry| |"BlurPi^. iff 6" 

Save BlurPie "HAW" 

Load Shadow 

Load BlurPic CenterX CenterY 100 

Operator "COLOR_TO_GRAY" 
AlphaS=Direetory| I "Alpha$.if fS" 

Save Alphas -kaw 

/• Create Highlight Alpha Channel '/ 

Load ^fegForePic 

Of fsecy.= -Of fsetX /• Reverse Offsets for Highlight •/ 
OffBecY=-OffgecY 

Load ForePic OtisetX OffsetY^.S 100 255 255 255 
CALL 31ur!ElurAmt} 

Load NegForePlc 100 255 255 255 /* PorePlc Mask •/ 
Save BlurPic "HAW" 
Load Shadow 

Load BlurPic CenterX Center? 100 
Operator "COLOR_TO_GRAY" 
AlphaHsDirectory I i "AlphaH . if f 8 " 
Save AlphaH "RAW" 



Create a "Textured Logo" by compositing ForePic on *•/ 

to BackPic while masking out the Black portions in ••/ 

ForePic to allow the Background Texture of BackPic **/ 

to show through. **/ 



Load BacJcPic 

Load NegForePlc CenterX CenterY 100 255 255 255 

/* White parte " * * Transparent*/ 

IF RC-=0 THEK CALL Fail ("CoBposite Failedl") 

Operator "CP.OP_IKAGE" ForeWidth ForeHeight CenterX CenterY 

IF Direction^"IH" then DO 
Brightness "-5" /• Reduce apparent brightneas •/ 
Operator "APPLY_haP" /♦ of iMaet logo. •/ 

/* Reload ForePic with White area transparent to re- •/ 
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Daw isfi t iLisi tejit snd numbers anymore 

Tlie Amiga computBr opened up the world of 
graphics and sound SBase (fonmerly kn^An 
as Supertiase) helps you keeg track a\ vc«jr- pic 

lures, sound files ard anims so you csn readily 
retries them cr harness Lhem lor creative 
applications. 

With use ol graphic files - you can create a 

database of irnjentory not |ust by part number 
but by a graphic image as we" 

Sound samples can be added to impart special 
directions or simply to help you tie in pictures 
and sojnds used on g project 

SBase s full relational capabilities and intuitive 
interface makes it one of the most powerlul 
database's on any platlorm, Capacities of 
database files and indexes are limited only bi 
disl< storage and ynjr creativity. 

Version 1 .3 of SBase adds compatibiixy with 
AmigaDOS 3,0 and the new AGA chip set. use 
of Anim files, EPS clip art and compjgraphic 
rescalable fonts. The new Re-index feature 
gets you out ol jams fast. 

SypertJgw * * iTBdimpli q( 5o*Ew«rm f\jbi«hng Carp- 
SShsb is a trvJomn-k rf Qa Inc. 



SBase Personal 4 includes a built-in text edi- 
tor, mai merge, label printirtg and form 
designer, 

SBase FrolessiDnal A inctudes all of the fea- 
tures ol the Personal versiOn plus adds sup- 
poaforAPexi: and the Database Management 
Language lOMLl lor creation ol custom appli- 
cations 

SBase 4 develDper's extension is a one time 
license that provides the ability for applications 

developed with DML to run by themselves 
without requmng the user to use the full blown 
SBase Professional 4 

SBasePei'ionBl4 - List S149.95 
SBaaePrafessionaM - List S299.95 
SBqsb q Developers Exlension S399.95 

Upgrades nnd Updates f[om Giirlier vei sions ot 
Superbuse Personal and Pmlessional are avail- 
able from Oxt\ call or FAX fo" mltiiTnaiiQn. 



Oxxi 



PQ Bo. 90309 
Long Beach 
CA 90809 
1310] 427-1227 
niC FAX f31 0)^97-0971 
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/* itietall pure Bl$ck(0,0,0) parte leaving the darkened */ 
/* telctured legD intact. •/ 



Load NegPorePic 100 255 255 255 
sub 



TeKture?ic=Directoryl I "TxtPic. if £24" 
Save rexturePic "RAW" 



/** Create Final Embossed Image! 



IF Direction^"OUT" THEH DO 



/* OUTWARD En±>oaBing •/ 



Load BackPic 

LFornat "ALPHA" 

IF KC--0 THEH CALL FaiH ADPRO_RESDLT) 

Load Highlight AlphaH LOO 

LFqrmat "IFF" 

Losd BackPic KighMlx /* Since MIX doeon't work •/ 
/* using ALPHA loader, rsduco •/ 
/• effect of Highlight i)y re- •/ 
/' compositing SackPic at MIX •/ 
/* oC "HighMix". ■/ 

LFonnaC "ALPHA" 

Load Shadow Alphas 100 

LFonnat "IFF" 

Load BackPic ShadHix /* Reduce Shadow intensity. */ 

Load TexturePic CenterX CenterY 100 



END 



INWARD Embossing •/ 



Load BackPic 

LForrnat "ALPHA" 

IF RC — THEN CALL Fail(ADPRO_HESULT) 

Load Highlight AlphaH 100 

LFor^iat "IFF" 

Load TexnurePic CenterX CenterY HighHix 

LPormat "ALPHA'' 
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Load Shadow Alpha? lOQ 

LForjcat "IP?" 

Load TexturePie CenterX CenterY ShadHix 



END 
Operator "BLUH" D 



Optional, but reduces jaggiee ■/ 



/ ■ ■ CLEANUP 
























BEDSESS COHHAim 


■c 


Delece' 


NegForepic 


MDRESE COMHMJD 


■c 


Delete 


filurPic 


ADDRESS COMXMID 


'C 


Delete 


TexturePie 


ADDRESS COMHAUD 


'C 


Delete 


HighUght 


ADDRESS COMNAJID 


•C 


Delete 


shadow 


ADDRESS CDHMAMD 


'C 


Delete 


AlphaH 


ADDRESS COMNAUD 


■c 


Delete 


Alphas 



IF WhichOne THEN ADDRESS COMKAMD 'C:Delete' ForePic 



Okay2 '"Finished! Save?"' 

IF RC-=0 THEM DO 
EEiboHsPic-Directoryl I "EinbQBBPic.24'" 
SFormat "IFF" 
Save EmboesPic "RAW" 
END 

EXIT 



*i^/- 



/* Used to atop */ 
/• auto close of */ 
/• ADPro if began */ 
/* fron shell or */ 
/* DOpus header */ 
/* script npmod */ 
/* EroliQBB.HiSr.roxx*/ 



interna:- FUlICTiCNS 



PASSE ASG Text 
Okay! Text 
EXIT 20 

RETURN 



GetDir: 

PABSE ASG FileName 
SlashP03^LASTP0Sr'/",FllelHaB!e)+l 
PABSG VAR FiletJaoQ 1 Dir ^SlafihPos 

RETURN Dir 



Scale: 

IF FareWidth>BackWidth & ForeHeighoBackHeight TKEN IK 

IF WhichQne="Fore" THEN DO 

NewHeight^BackWidth* (ForeHeight/ForeWidth) 
NewWidth^BackHeight* [ForeWidch/ForeHeightl 

IF HewHeight>BackHeight TKED, 

Percent=TflraC( (BackHeight/ForeBeight) "100) 
ELSE Percent-TRUHC< (BacHWidth/ForeWidth) *100) 
END 



ELSE DO 



/• IE WhichOne="BACK" */ 



KewHeight=ForeWidth* [BackHeight/BackHidth) 
NewWidch=ForeUeight* [BackWidth^BackHeightl 

IF NewHeight>BackHeight THE^3, 

Percenc=TRUNC[ (ForeHelght/BackHeight) 'lOO)*! 
ELSE Percer.t^TRUNCHForeWidth/BacJcWidtli)*100)*3 
END 

EJJD 

IF FarBWid.th>Bac)tWidth & PoreHeight<';BacJcHeighr THEM DO 
IF MhichOne="Fore" THEK, 
Pe3-cenE=THUNC( (B^CkWidth/ForeWidthl •100) 
ELSE PecceDt=TRUNC{ IForeWldth/S&CkWidtbJ "1001*3 



EHD 



IF Forewidth<aBackHidth & F5reHeight>BaekHelght THEN DO 
IF Whic:httae=''Fore" THEN, 
PercBnt=THUNCl{Bac)tHeiglit/ForeHeight)*lOO) 
ELSE Percect-TRUHC ( (ForeHeigbt /BackHeight ) • 100 ) +3 

E:]t) 

ELSE HOP 

PCT_SCALE Percent Percent 

IF RC— THEK CALL Fail ("Scaiiag Failed!"} 



/• These steps are to insure chat Color Registers & 1 •/ 
/■ are again pure B&W because if scaled, colors will be- •/ 
/* come altered. •/ 



Dither 
Render_Type 2 
PPoke 
PPoke 1 255 255 255 
PStatus LOCKED 
Execute 



/* NO dithering 

/' 2-CQlor ILBM 

Hake eure Colore is Black(0,0,0) 

/• Colon is Whito(255,255,255) 

/* Now Lock the Palette 

/* Render 



IF RC-^ = THEN CALL Fail( "Render Failed!" 

EFormat "IFF" 

IF SC-=0 THEN CALL Fa 11<ADPRD_ RESULT) 

RETURN 



XSize 
Widths ADPHORESULT 



RETUSIJ Width 



GetKeight : 



YSize 
Height=ADPRO P^SUlT 



RETORM Height 



BlxiT: 

PARSE ARG Loops 

DO 1=1 TO Loops 
Operator "BLUR" 
END 

RETURN 



Emboss.Hdr.rexx mmBm& 



Emboss. Kdr.rsKx vl.O by William Frawley 



A header script to launch the ADfro AHexx sc^fipt 
'■Eia^B9,atfFK'' Erott a shell or Directory qpus. 



/* From Console: rx REXX:Embos3 . Hdr.reKX 

/• Fran Dopus: Click DOpus (gadget that is conElgured. to 
/" run thiH ASexX script usin^ (F) bb eicec- 

/• utable string parameter to send files as 

/• an argument string- 
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•/ 

•/ 

• NOTE (with DOpUB): */ 

• "Ho Filenane Cjuote" flag in DOpiis gadget MUST be set! */ 

• •/ 

• Gadget'c command string aet as AmigaDOS Ehould look */ 

• like thi&: */ 

• Run rx REJOt:EnboBs.Hdr.rexx */ 

*/ 

• "Run" precludes the overhead of an extra shell process ■/ 

• similiar to using the rexx server's additional host */ 
port 'AKEXX' which supports asynchronoiis cozinancts, •/ 



OPTIONS RESULTS 
trace results 



/* Is user running DOpue? if so, use that for interface. 



DOpus_Flag=0 /* Initialize DOpus Flag to zero •/ 

IF SHOW( 'p', 'DOPUS. 1' J THEN DOpus .Flag=l 

ELSE NOP /" kOp Is "Ko Operation" instruction •/ 



/* Show title and continue? 
/* ^ •/ 



CALL Verify 



/* ADPfo Sunning? 



IF -ADPro Locate O THEN CALL Ho_ADPro 
ELSE PO 

IF DOpu0 Flag=l THEH TopText "'• ADPro Rurming ' 

ELSE SAY '■• APPro Running **' 

EMt) 



/* Start EmbosQing 



CALL "REXX: Emboss .adrx" 



/* Close ADPro 
/* " 



CALL Close_ABP;ro 



i,wi,wi,**i,***i,*i,** iflTEEHAL FUNCTIONS ***^ 



Verify: 

Title^'Eaboss Vl.Oj by Williain Frawley' 
IF DOpus_Flag-l THEN DO 
ADDRESS ' DOPUS. 1' 

/* Initialize tX^pua requeater button text */ 
Status 26 Set 'Okay' 



Status 27 Set 'Cancel' 

Verify title 

IF RESULT-C THEH EXIT 

END 

ELSE DO 

SAV 

SAY ' *•*• EnboES vl.O, by HiUiani Frawley ♦***' 

SAY 

SAY 

SAY 'Press (RTNl to Continue, ANY KEY to Abort' 

PARSE PULL ok 

IP Ok -= " THEN EXIT 20 

END 



APPco_Locato: 

/■• Insert proper path to ADPro if not assigned as ADPro: '/ 
/• Open ADPro behind other screens. */ 

IF -SHOW 1 'P' , 'ADPro' ) THEK DO 

ADDRESS COMMAND "Run ADPro:AIlPro BEHIND' 
ADDRESS COKHANP 'SYS:Rexxc/WaitForPort ' 'ADPro' 

IF RC=0 THEN RETURN 1 
ELSE RETURSr 

END 

ELSE RETURN 1 



NO_ADPro 1 

Err. MeBB = '** Error Opening ADPro ' 

IF DOpus Flagyl THEH DO 
ADDRESS 'DOPUS. 1' 
TopTe^tt Err_Meso 
EXIT 20 
END 

ELSE DO 
SAY 

SAY Err_HesB 
SAY 

EXIT 20 
END 



Close. ADPro: 

ADEREES 'ADPro' 
ADPRO EXIT 
EXIT IQ 
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Amazing Computing and AC's TECH 

Back Issues at these incredible prices! 

Just Look: 

ANY 12 BACK ISSUES 

Amazing Computing: 

$29.95 

$20! 

($25 Foreign) 

(Inckidcs shipping 6t li;indling) 

ANY 4 BACK ISSUES 

AC'S TECH: 
$45.00 

$40! 

llni-liKius sliipping & iiandlinjil 

Don't miss out on this great offer! 

Call today and complete your collection of 

tlie World's Most Infomiative 

Amiga Magazine! 

Call 

1-800-345-3360 



List of Advertisers 



Please use a FREE AC Reader Service card to coniact ALL 
advertisers who hiave sparked your interest. Amiga product 
deveiopers want to hear from you! This is the best way they have 
of determining the Amiga community's interests and needs. Tal<e 
o moment now to contact those companies featuring products 
you want to learn more about. And, if you decide to contact on 
advertiser directly, please tell them you saw their advertisement 
in Amazing Computing^. 
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Winter '94 
Consumer Electronics Show 



The Wiiitur Consumer Electronics Show, 
January 6-10 in Las Vegas, continued its tra- 
dition of excess. There were more exhibitors 
{],725+), more exiiibition area (1.01 million 
square feet), more tlion 3,200 journalists,and 
over 79,000 attendees. 

All of this excitement and hype is pre- 
sented only a few days after the holida\'s to 
start retailers and distrihutors thinking about 
next season's sales. Exhibitors and attendees 
from around the world come to CES to see 
the latest technologj' and to decide \vhich 
products thev need to add to their stores' 
shelves over the next three quarters. As ex- 
pected, the competition is high. Vendors dis- 
play products ranging from auto alarms to 
video (apes. Walking through the conven- 
tion floor, attendees see the latest stereo or 
television marvel as well as the furniture to 
house it. 

This year, the traditional auto audio 
systemsaiid personal videoproducts seemed 
to dim against the larger light developing in 
multimedia. Corporate developers of plat- 
forms such as 3D0, Atari Jaguar, CD-i, Sega, 
Nintendo, and CD'- each created unique ways 
to press the importance of their products. 

Commodore— Low Key and Effecfive 

Commodore's booth was a large meet- 
ing room off the main convention floor. 
Commodore's intention, as explained by a 
CBM executive, was to use their time and 
resources to discuss the potential of CD'- 
sales with the people who could best distrib- 
ute it. By reducing the foot traffic through the 
display area. Commodore executives were 
able to concentrate on the key people they 
needed to convince in order to make CD-'- a 
success. 

To accomplish this goal. Commodore 
utilized their main executive staff. When at- 
tendees entered the Commodore area and 
asked a question about developing for the 
Amiga or CD'-, chances vvere they would 
have been sent directly to John Cambell, 
Director of CBM's CATS program. A ques- 
tion concerning Commodore'sgrowthoren- 
gineering direction, would have been di- 
rected to none other than Lew Eggebrecht, 
CBM 's Vice President of Engineering. Execu- 
tives from Commodore UK, Commodore 
Germany, Commodore Canada, as well as 
representali\'es from Australia were also 
available to speak with retailers and dis- 
tributors from their countries. 



This low key approach was effecti\'e, 
according to several CBM executives. While 
we are not permitted to name some of the 
companies represented, almost every major 
retailer and chain spent time with CD'-. CBM 
representatives w'ere very pleased with tiie 
results. 

Or Friday, January 7, Commodore held 
a press conference with a standing room only 
audience. Ron Peterson, Vice President of 
Anthony M. Franco Inc. — the public relation 
firm CBM hired to promote CD''-, began the 
meeting. Mr. Peterson was followed by Leu' 
Eggebrecht who discussed the design speci- 
fications of CD'- and some of its properties. 
Mr. Eggebrecht stated that there were cur- 
rently eighty titles for CD'- with forty-tivoof 
those titles available in NTSC format. 

Jeff Porter, Director of Product De\'el- 
opment for Commodore International, ga\'e 
a quick presentation of some of the new 



Above : CD'2 MPEG 
kits were on display. 
Right: Commodore 
speakers (left to 
right) Ron Peterson, 
Jeff Porter, Lew 
Eggebrecht, and 
Geoff Stilley 
introduced the CD^^ 
technology and 
marketing plan to a 
standing room only 
audience (Below). 
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gamL'snvailablu forCD"-. Atthebeginningof 
his talk, rhe slidus mtilfunetiiinL'd and Jt'fl 
was able to demonstrate the flexibilitv of tlie 
Amiga 1200 by resetting the softiwirc in Il'SS 
than 30 seconds. He alsi) ga\'t' a very fast 
explanation of MPEG and CD''-'s versotilitv. 

Geoff Stiiley, President and General 
Manager ofCommodore U.S., stated that the 
target market for the CD'- ;vill be, "...elec- 
tronic game plavcrs with cartridge based 
machines, families with children ages 4 and 
up, single adults and married ad Lilts without 
children, and also households with an in- 
come of $3,5,000 plus." 

Concerning the distri bu t ion o f (iie C D '-, 
Mr. Stilley stated, "First we w'M look for 
soflivare outlets usually located in shopping 
malls. Our second attack will be television 
home shopping channels, select electronic 
retailers, video rental stores, music stores, 
and, by the mid part of the year, mass mer- 
chants and toy stores." 

"Our proposed marketing strategy will 
be to introduce the CD'- to the target audi- 
ence I just discussed. We will generate retail 
traffic with a combination of advertising, 
public relations, direct mail, and special 
events. We will also combine this with ex- 
traordinary point of sale materials for all of 
our resellers. We are also going to attack the 
newspapers with ads in local newspapers as 
well as select national papers. For maga- 
zines, we plan full color spreads in both 
children's magazines as well as national pub- 
lications. For television, we will be running 
30- and 45-second commercials which will 
commence in the third and forth quarter of 
1994." 

Mr. Stillev went on to promise better 
press relations with CD'- units available for 
evaluation, appearances and product reviews 
on various morning talk shows and news 
programs, and to continue the video satellite 
links ihey did earlier. For public appear- 
ances, CB.M will promote the CD'- at sport- 
ing events and in movie theaters and iheyaro 
going to set up game challenges across the 
United States in high traffic malls. He also 
suggested a special mailer to the U. S. Amiga 
user groups. 




3DQ exhibited in Panasonic's booth (below) as wet! 
as their own and announced new platlotms from 
ATT and Sanyo (inserts). 



"Lightwave is the best 
3-D intei^ace I have 
ever seen." 
Harvester, a new 
game in 

development by 
Merit Software, will 
first be released for 
PC platforms. 
However, all of its 
amazing graphics 
were created on the 
Amiga with 
Lightwave 3D. 

Competition 

The Atari Jaguar and CD-i booths were 
near one another in a temporary pavilion 
created for the show. The building was one of 
the four units across the street from the main 
conference center. Unfortunately for both 
companies, their areas were a long walk from 
the main event and oniv the strongly inter- 
ested or determined attendee made the trip. 

The Atari Jaguar (S249,95) has been suc- 
cessful in creating interest in its 64-bit inter- 
na! architecture. While initial sales have lieen 
good, some rumors claim that .A.tari has re- 
ceived returns on the early units. With the 
Jaguar's CD-peripheral (S2flO) not available 
until the second half of ^'■)9■^, .'\tari could 
have trouble maintaining the interest in their 
product against 3D0, CD-i, CD''-, or even 
SEGA's to-be-released CD-system, Saturn. 

3D0 had 300U square foot booth in the 
multimedia section as well asexhibition space 
in Panasonic's area. 3D0's intent seem to be 
to show as many softvvare titles as possible. 
Their main booth sported countless vendors 
demonstrating products either in produc- 
tion or to be released. 

3D0 also demonstrated their video ca- 
pabilities. One display promised realtime 
MPEG compression. Live video in one moni- 
tor was re-displayed by MPEG compression 
in a second monitor a minute later. 

Nintendo and SEGA split the largest of 
the four buildings. Each had a variety of new 
games and controllers. Most industry ob- 
servers suggest Sega's portion of the trade 
show floor is growing in proportion to their 
new domination of the market. 

An interestingSEGA display came from 
HeartfSeat'*' . HeartBeathascreated Personal 
Trainer software and sensors for youi exer- 
cising equipment. Instead of just going 
through ,1 lioring session with a stair climber 
or a stationarv bike, vou can attach a SEGA 
and the Heartbeat sensors and play one of 
three HeartBeat games. The faster you go, the 
harder your character plays. When you use 
the pulse rate monitor, the character will 
only pert'orm his best when you are at your 
appropriate pulse count. 
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Electro Brain Corporation entertained 
fight fans Saturday u'ith Sugar Ray Leonard 
and MarveloLis Marvin Hagler as they 
spaiTcct with Boxiiij^ Lc^^anifiof the Ring, Electro 
Brain's new championship boxing program 
for the Nintendo and SEGA. L,ater, the hvo 
champs signed autographs for fans in Electro 
Brain's booth for over two hours. 

Amiga Power 

One ol the most bizarre stories from 
CES comes from Merit Software. Tliev are in 
theprocess of creating a fascinating CDliased 
game for the IBM called Harvester. How- 
ever, everv screen and graphic is being cre- 
ated by three talented Amiga artists using 
Lightwave 3D b\' NewTek. 

"Lightwave is the best 3-D interface 1 
have ever seen." stated Chad Woyowodzic, 
Lead 3-D modeler for the project. He is joined 
in his work by Mike Napodano, organic art- 
ist, and Kevin Obregon, art director. They 
have created a world of disquieting images 
to tell the story. When asked if the .game 
would also be available on the Amiga, they 
stated that all they would need is an Amiga 
programmer toprogram thegamesinceall of 
the art is available. 

Non-Computer Extras 

.Aside I rom celebrities, new game.s, and 
the hundreds of things for the computer buff, 
CES also offers a variety of interesting new 
tools. Seiko's Home Contractor Series is a 
must see. They liave developed a line of 
preci.sion electronic measurement tools. The 
ProMcasurc+ (originally called the Home 
Contractor) uses ultrasonics to measure the 
distance between two walls from 2 to 33 feet. 
The user can then measure the other room 
dimension to compute area or volimie for 
paint, carpet, wallpaper, etc. 

Seiko also introduced the ProMeasure 
(without computing ability), the ProLevel, as 
well as the ProTapel6'. The ProLevel allows 
users to level a nv item liy s ight or bv sound — 
such as placing the level on the top of a tabic 
and then adjustijig the table height from 
below. The ProTape 1 6' is a 16 foot tape mea- 
sure fitted with a large digital display. 

•AC* 



CD32 
Review 




Nigel Mansell's World 
Championship 

Gremlin Grapliics 
Software Limited 

The most exciting racing 
driver in the world has 
teamed up with Gremlin 
Grapliics Software to brinj; 
vou the definiti\e Grand Prix 
experience. In World Cham- 
pionship vou take part in the full Grand Pix season. Each country is 
I'cpresented and all 16 Grand Prix tracks are waiting for you to race. 
Your aim is to emulate the success of Nigel Manseli, to win the World 
Championship and prove yourself the best Formula 1 driver. 

World Championship allows you to attend driving school, race 
a single circuit or jump right into a full race season. While you must 
race in the Canon Williams Renault Fl car, you are allowed to 
configure your vehicle to suit a particular race by changing param- 
eters for transmission type, gear ratio, tires, and airfoils. Experimen- 
tation with the various options produced some interesting handling 
cha racteristics and often lead to more time off the track than on ! More 
often than not, the settings were left in the default mode which 
provided acceptable results. Controlling the car is fairly easy in 
relation lo other games of this type, although anticipation of turns is 
mandatory. 

The graphics are outstanding, and Gremlin has pro\ided wel- 
come details such as realistic pit crews, rear view mirrors, and 
changing weather conditions and backgrounds suited to each race 
circuit. While the sound effects were reaUstic, thankfully there was an 
option to turn off the background music, which was a distraction at 
best. Overall this is a very playable racing simulation and will keep 
many a would-be racer happy for hours. Inquiry #249 

Oscar 

FLAIR Software 

Oscar is a Mario-stvlc plat- 
form game that appears to 
utilize the graphics capabili- 
ties of the CD32 unit to their 
fullest. As ^v'ith most platform 
games, Oscar combines ar- 
cade action with exploration 
and puzzlc-soK'ing. As the 
title suggests, vou take on the 
role of Oscaras he changes disguises to become the latest hero of the 
Silver Screen. The oLijcct isto stay alive long enough to col iect enough 
"oscars" — as in the award statue — allowing exit to the next level. 
Each level is based on a different class of movies, such as horror, war, 
western, coinedv, cartoon, etc. and may be entered in anv order. 





As Oscar enters each level, he disguises himself to fit into the 
scene. While Oscar may look like a G.l., cowboy, \'amp)re, etc., his 
basic abilities remain the same. In order to gain additional lives and 
powers, Oscar must search out floating film canisters scattered 
throughout the level. Each canister containsa needed power, li\e.s, or 
points. Some levels require finding certain powers in order to progress 
bevond a certain point. On the way to the exit, thereare many secrets 
to uncover and suprises to stumble upon. The underwater scenes are 
very well done. You are aware that there is water, but are not allowed 
to see what is below the surface unless you actually submerge. 

The thmiibpad allows for easy control of Oscar and jumping is 
accomplished bv the usual press of a button. A limited number of 
saves are allowed on each level. Instructions are included on the disk 
and are fairly comprehensive. While they are a bit short on the story 
line, they do provide more than enough information to master the 
game. Overall, this game is very well done. Pay special attention lo 
the background graphics; the detail of the scenery often caused poor 
Oscar to fall off a clil'f due to lack of attention. Inquiry #250 

Trolls 

FLAIR SofWi/are 
Trolls is essentially the 
same game as Oscar, which 
is also by FLAIR Software, 
the major difference being a 
change in general theme. 
The character being con- 
trolled is a cute little, long- 
haired troll rather than a 
nondecript "Oscar." The 
graphics, supporting characters, and goals have been changed to 
reflect the different theme. As in Oscar, the object is to collect items, 
in this case small trolls, while exploring a "Ivlario"-stylc platform 
world. The graphics are exceptional, as is to be expected given 
FLAlRs other efforts. Control and playability are on par ivith Oscar; 
with the overall game being very enjoyable. 

Some may question the publishing of two titles that are so 
similar, but 1 actually agree with the practice. From a marketing 
standpoint, FLAIRappears lobe trying toappeni toas many different 
tastes as possible. Trolls may seem to be more appealing to some, 
while "Oscars" appeal to others. With the two games, being as similar 
as they are, it all comes down to the tastes of the gamer. The only 
concern would in\'oKe the unfortunate person who liuys both titles, 
only to realize that they ha\'eessentially the same game with cosmetic 
changes. While this may be fine for the avid platform-game lover, it 
could prove frustrating for those people seeking a diversified game 
library. Inquiry #251 

Mean Arenas 
International Computer 
Entertainment 

VVhat do vou get if you 
combine PacMan''"' and the 
movie /^liiKij'pi^'ilA'lrtfi^^'? Well, in 
this case you get Mean Arenas, 
a futuristic game show where 
contestants must collect coins 
in a maze, otherwise called are- 
nas, wilhout being touched by 
the Guardians or other various hazards. You join hosts Bob Belinski 
and Buzz McCloud as they introduce the contestants and provide 
commentary throughout (lie contest. The comments from these two 
are a cross bet\veen a coniedy routine and football piay-by-ptay. 
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Overall control and play of this garriL' is vury much liku the old 
PncMarn game, but with many modern improvomt-iits. BcsidL's col- 
lecting coins, the player also can collect gold for points, weapons lo 
destroy Guardians, kevs to unlock doors, first aid to restore energy, 
and soon, iiach level has a different assortment of items lo collect, and 
use so there is a puzzle soKingeleinent to this game. For instance, yoi! 
may need a roachaspecial weapon locked behind a door, but in order 
to unlock the door \'ou first need lo find the correct key located in the 
arena. This is not as easy as it sounds as there is often more than one 
key per arena. Other features of interest include Teleporters, which 
transport you instantly to another location in Ihe arena (greal for 
quick get-aways), stairs for moving lietween floors of an arena, 
pressure pads that reveal hidden areas of the arena, etc. There are 
even hidden rooms which can be found bv shooting at special wall 
blocks. 

At first this game seemed old, sort of a '90's version of PacMan. 
But the more it was plaved, the more interesting it became. Game play 
is smooth and fast. The thumbpad controller is well-suited lo this 
type of application. This rapidly turned into a have-to-see-the-next- 
le\'el-h'pe of game, although reaching the next level often took many 
attempts using different strategies. The one disappointment was that 
it appeared that we recei\'ed a PAL version of the game that caused 
some status information to be cut off at the bottom of the screen. A 
more serious problem was the password screen was also cut off. Tli is 
made it impossible to enter passwords needed in order to skip 
completed le\'els. We hope an .NTSC \'ersion is not too far behind. 
Evan with this minor problem Mean .Arenas is a top notch game. The 
combination ofoulstanding game play and graphics, solid sound track 
and hilarious commenls from Bob and Buzz, made ihis a thoroughly 
addicting game. Inquiry W 252 

D/GENERATION 
Mindscape 

Recon satellites have spot- 
ted an explosion near the top 
of the Singapore lab building. 
This is where Derrida, our 
head scientist, is creating the 
next Neogen prototype, the 
D/Generalion. The D/Gen- 
eration represents an ex- 
tremely advanced stage of 
artificial e\-olL!tion. Equipped with sophisticated neuro-holographic 
camouflaging and a super-hardened dermal layer, it is virtually 
indestruciible. We are now forced to accept the unthinkable, that the 
D/Generation is loose in the building. Alone with your jetpack, you 
have flown from Finland to deli%'er a package to Genoq Biolabs in 
Singapore. Your objective is to deliver the desperately needed pack- 
age to Ccnoq's head scientist Derrida. You enter on theSOth floorand 
work your way to Derrida's lab on the ^Oth floor. 

Sounds fairly simple, right? Well, think again! This game re- 
quires great aim, fast reflexes, and puzzle-solving abilities. You must 
navigate through o\'er 120 rooms rendered in a unique full-room 
cutaway perspective while battling (or avoiding) bizarre organisms. 
Each room has locked doors, hidden objects, and various barriers 
designed to test your mettle. Pushing a switch may open one door 
while closing another, forcing you to experiment with other sivitch 
combinations. These puzzles get progressively difficult as you mo\-f 
from floor to floor. A key feature is the ability to rescue trapped 
suryi\'ors frotrs various rooms throughout the building. Once you 
have encountered a sur\'ivor, he may be able to provide you with 
information that will help yoti find otil who Derrida is and where you 
might find him. Besides information, eacli rescued survivor also 





provides you with an extra life. 

This game has more than its share of suprises. The humorous 
animations of your characters demise are sure to cause a chuckle. The 
puzzle-solving element is combined nicch' with shootcm'-up action. 
The graphics and soimd effects are well done and control \na the 
thumbpad is easily mastered. D/Generation has numerous save and 
restart options, which makes progression through the garnc much 
easier. Overall, Mindscape has created a challenging game with a 
style all its own. If you are looking for a game with plent}- of suprises, 
give D/Generation a try. Inquiry #253 

Deep Core 

International Computer 
Entertainment 

An unidentified spacecraft 
has been located in orbit by 
weather satellite 18?. An ob- 
ject has separated from the 
mother ship and has landed 
in the Indian Ocean; sub and 
sonar search reveals that the 
object has docked with a 
nuclear research facility located on the ocean floor. Your mission is to 
search the research station and destroy an^' intruders. To accomplish 
this task, you must na\'igate through partially submerged passage- 
ways and rooms, ivhile avoiding the station security devices. Keys 
are necessary to open locked doors, and are located at various 
locations throughout the station. 

Using your laser gun, you blast your way from room to room, 
jumping and ducking in order to avoid fire from sentry droids. Pay 
special attention to your oxygen and energy indicators, as a limited 
supply is available for both. Luckilv, energy and oxygen icons often 
appear when an enemy is destroyed. Collection of these icons is 
essential for sur\'ival. Additional firepower can be obtained by 
collecting any of six different weapon s\'stems, each with different 
ad\"antages and disadvantages. Each of these s\'stems can be ex- 
panded or switched by collecting weapon icons found throughout 
the station. 

This is a classic parallel scrolling shoot-em-up. Nine huge levels 
make for a game that will take the average gainer hours to complete. 
Various sub-le\els and surprises w ill keep the player coming back for 
more. As expected, the graphics and sound arc excellent, and game 
play is easily controlled via the thumbpad and fire buttons. While this 
game may be wanting in the story line area, it more than makes up for 
it in the action department. And don't forget the keys; locked doors 
and hidden kevs add a welcome strategy element to this game, 
making it all that more enjoyable. If you like to explore while you 
shoot, and don't mind a puzzle or two thrown in for good measure, 
give Deep Core a try. Inquiry #254 

Castles II: Siege and 
Conquest 
Interplay Productions 

This game is intended to test 
your skills as an administra- 
tor, a military leader, and a 
politician. The Lords of the 
territories battle each other in 
an attempt to expand their 
realms. When a Lord con- 
quered new lands, he would 
build castles there to substantiate his power over the newly acquired 
territory. Your mission is to unite the territories of the mythical land 
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of Bertange in the midst of tliis bloodv turmoil and o^'entuolly 
boconif King. This is accomplislicd by petitioning the i'ope to back 
your claim to the throiiL- once vou have expanded your empire to a 
point of considerable wealth and power. 

There are three main areas to control in Castles II: Stock, Army, 
and Relations. The Stock area revolves around gathering the four 
needed materi.ils for expansion: food, timber, iron, and gold, Each 
territory has one of the four as its primary resource. Control of a 
territory containing each of the four materials is essential for expan- 
sion of your domain. The other attribute of this area is the abilit\- to 
build castle.s on vour land. This helps to solidify your control of the 
people and increases resource production. The Army area deals with 
recruiting soldiers, policing the realm, and creating special weapons. 
A strong Army is needed for defense and for attacking neighboring 
territories. As the name implies, Relations invoh'es relations with the 
other lords in the land of Bertange. The abilit\' to scout neighboring 
territories, haggle for resources, and spying are all possible. 

The game is played from a strategic map displaying a top-down 
view of all the territories of Bertange. Status bars for Stock, Army, and 
Relations are arranged at the top of the screen, with action and 
ijiessage indicators located on the left-hand side of the map. Control 
is acliieved by using the thumbpad to mo\e a cursor to the desired 
area and pressing the red button for activation. While control is 
strnightfonvard, on-screen nxovement of the cursor is a bit slow. Tliis 
small complaint aside. Castles 11 is a \'erv detailed and in\'olved 
strategy game that will test your gaming abilities. The game is so 
involved, that this re\'iew onlv scratched the surface of the o\'erall 
options and strategies available to the player. I-fowever,be prepared 
to spend a fair amount of time playing Castles as it does take a fair 
amount of time to accomplish the task ofbecoming King. Inquiry #255 
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James Pond 2 - 
Robocod 

Millennium interactive 

Dr. .Vlavbe is back! VVe have 
learned from V\'ashi ngton and 
the Kremlin that he has taken 
over the central toy factory 
on the North Pole and sabo- 
taged an unknown number 
of toys disguised as penguins 
witbi tiny but lethal explosive 
charges. If they arc not diffused within 48 hours, they will be 
distributed throughout the globe and wreak havoc throughout 
Christmas. Your mission is tough but straightforward: Infiltrate the 
factory and render the penguins safe. 

As secret agent James I'ond, vou must defeat Dr. Maybe. You 
will need to dodge speed ing builets, hungry cars, creepy caterpillars, 
and huge bosses as you attempt to complete nine rescue missions. 
Run, jump, duck and stretch your way through each mission. Once 
you ha\'e diffused all the penguins on each level, you must find the 
flashing barber pole exit. Keep an eye out for secret rooms and bonus 
areas, not to mention hidden treasures such as power stars, bullet- 
proof armor, extra lives, and wings. 

As far as platform games go, this is one of the better entries. 
There arc enough hidden items, rooms, and surprises to satisfy the 
most demanding gamer. The graphics are well done as are the music 
and soimd effects. As with most CD'- games, control of the game is 
excellent due to the improved design of the controller. Even with the 
outstanding control, this game was far from being a cake-walk. Each 
level often took numerous atte[npts before it was successfully com- 
pleted. Thankfully, there are many power-ups and e.xtra lives kicated 
on each le\'el, along with the abilit\' to continue from your last 




location if vou meet an untimely demise. And gi\en the number of 
surprises that the programmers at Millennium have included, you 
will need all the help you can get. Inquiry #256 

Captive fl: Liberation 
Mindscape international 

Enter ihe 29th Cenlurv — and 
enter a dying world, com- 
mercially exploited by huge 
corruptstate corporations and 
ra\'aged by thee\-er-changing 
climate. When Bio-corp's lat- 
est law-enforcement droids 
malfunction and begin mur- 
dering people, a massive 
cover-up operation is initiated to suppress the truth. Innocent people 
are framed for the murders and are held captive against their will, 
without trial or any chance of escape. You must take control of your 
four droids and explore the city zones in an attempt to free the 
capti\es. 

This role-plaving adventure game is a continuation of the saga 
that began in the game "Captive." You must explore nine different 
city zones, with locating and freeing each capli^'e as your ultimate 
aim. The game starts with an excellent animated intro that sets the 
stage for the story. Once the intro is complete, you are presented \vith 
an option screen tha t a I lows you to select d if feculty levels as you pick 
beti\'een a strategy- or action-type game. Upon making your selec- 
tions, you are transported to the first level and exploration begins. 
As is tvpical with role-playing games, the player must pick up 
items and con\'erse with characters encountered along the ivay. The 
information and items collected will pro\'e useful as the player 
progresses further into the game. The player moves all four droids 
together, although each may have different inventories of items and 
weapons. An option exists for splitting up the droids, although the 
manual recommends against doing so. The CD'- controller handles 
mo\-ement of the droids quite well, with the four colored buttons 
acting as fire buttons. The manual is detailed and well thought out, 
not to mention quite large. Such a large manual is dcfinatly needed, 
as there are numerous button combinations for talking, picking up an 
item, using an item, etc. If your looking for a game that requires you 
to use your brain as well as your brawn. Captive II - Liberation fits the 
bill. Inquiry #257 
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Combat Air Patrol 

Rob Hays 



The 1991-92 war in the 
Gulf has been a bonanza to war 
game programmers and 
players alike. The latest to use 
thai setting is Psygnosis, with 
Combat Air Patrol, 

CAP provides the 
opportunity to fly either ningle 
missions, or the entire Desert 
Storm Campaign. Single 
missions range from providing 
air cover for the fleet, to Scud 
busting, to destroying supply 
depots and command centers. 



Missions begin with a briefing, 
including reconnaissance films, 
tvcather reports, and intelli- 
gence estimates of enemy 
defenses. Mo\ing on to the 
hanger deck of the ship, 
weapons loads are selected, 
then it's on to the flight deck. 
Placed in the cockpit of 
either an F/A-IS Hornet or F- 
14 Tomcat at the end of the 
catapult of the USS Theodore 
RiWsevi'U during Desert Storm, 
you sit with the engines a! 



maximum afterburner wailing 
for launch clearance. When it 
comes, you are thrown off the 
end of the ship, heading out on 
another mission. Follow the 
directional headings displayed 
on your heads-up display and 
vou will be directed to the 
target. After fighting your way 
into and out of the target area, 
head back to the carrier, 
pausing if necessary to top up 
the fuel from an orbiting 
tanker. When air traffic control 
gives clearance, line up with 
the carrier and iand. After a 
debriefing, including new 
recon films and strike 
e\'aluation, it's time to move on 
to the next mission. 

CAP includes ail of the 
standard exterior views 
available via the function keys. 




including one that gives a I'iy- 
by view of your aircraft. You 
can also swivel the pilot's head 
to view the area around your 
plane from the cockpit. 

The thing that really sets 
CAP apart from several other 
recent flight simulators is the 
campaign section. It is not 
enough to he the hottest fighter 
jock or the best ground attack 
mud mover, you also have lo 
be Stormin' Norman. You are 
in charge of the entire Allied 
effort to free Kuwait. 

The campaign begins with 
Day One of the assault, and 
after }'our first mission and 
debriefing, you go to the war 
room. Here is a map of the 
Iraq-Kuwait area shou'ing 
positions of Allied and Enemy 
forces. It is your job to plan 
each day's actions, calKng ftjr 
photo reconnaissance flights, 
air strikes, artillery barrages, 
and more. When you are 
satisfied with your plans, click 
the exit icon and rehim to the 
briefing room to get your 
mission assignment. 

Available in the campaign 
section is a wireframe map of 
the area showing the 
proposed route to and from 
the target. This map can be 
rotated to any position to give 
the best possible view of a 
route segment. Enemy 
defensive positions in the area 
can be added, and you can 
zoom in for a closer look. If 
you are unhappy with the 
as-iigned course, here is «'here 
vou modify it. 
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Returning to tlie briefing 
room, you Ciin decide to Liack 
out of this particular mission it 
you feel it's too dangurous. Do 
this by visiting the sick b<iy and 
lying to the doctor about your 
health. Yoli can get away with 
this n few times before 
suspicions are aroused and you 
are discharged for malingering. 

A lot of attention hns been 
paid to details. As you fly 
missions that begin in late 
afternoon, the sun sinks, tlie 
skv darkens, and as night falls, 
your cockpit instruments 
disappear until you turn on 
their illumination. Returning to 
the carrier for a night landing 
gives some small appreciation 
of why na\'al aviators refer to 
this as their single most 
difficult task. Actually, it may 
be a little more difficult here 
than in reality because of 
missing landing aids. Details 
are apparant again in the row 
of landing lights that flash 
sequentially down the length of 
the flight dock as you ap- 
proach. 

CAP is full of digiti;:ed 
sounds and speech: 44 samples 
totaling 162K. The manual 
contains 143 pages of history oi 
the Gulf Conflict, and details 
on weapons systems and 
targets. 

Users in Hurope must 
finally be buying hard dri\'es 
for their Amigas, because 
Fsygnosis includes a hard disk 
installation routine with CAP. 
No mention of it is made on the 
box or in the manual, but it wan 
a most welcome surprise. 
Unfortunately this means a 
manual-based copy protection 
scheme. When started, the 
program asks for information 
that is printed near the binding 
on tlie chapter heading pages. 
If you ho!d the book norniallv 
and flip through looking for 
the chapter breaks, the 
information is hidden until vou 
open the book fuUv. Since no 
clue is given as to which 
chapter has the information 
you need, you are continually 
flipping, pausing, opening the 
book wider, then flipping some 
more. I have no quibble with 



copy protection itself, just this 
implementation. You may want 
to write all of the copy 
protection information on a 
separate piece of paper. 

Anotiier complaint 
concerns llie hanger deck 
screen, where weapons choices 
are made. The program lists ail 
weapons available for either 
plane as a row of icons along 
the bottom of the screen. A 
default icon will cycle through 
several generic weapons loads 
for each mission type, but it is 
impossible to tell for sure what 
some of the weapons selected 
are. The mouse pointer changes 
as you pass it o\'er the weapons 
lists, so by matching the 
appearance of the pointer to 
what is on your plane, most of 
the weapons can be identified. 
Several of the weapons have 
identical mouse pointers, but 
wistly different characteristics 
and suitability for a specific 
mission task. 

Flight control is keyboard- 
selectable betiv'een mouse, 
keyboard, or digital jo}'stick, 
and can be changed at any 
time. Combat Air Patrol is 
supplied on three floppies and 
requires 1MB of RAM. A 
poster-size chart shows the 
control key layouts, 

With only minor 
blemishes. Combat Air Patrol is 
a great jet combat flight 
simulator. 






Combal Air Patrol 

PsygnosJs Limited 

675 Massachusetts Ave 

Cambridge, MA 02139 

(617)497-5457 

(617)497-7794 

FAX: (617)497-6759 
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Put simply. Prime Mover 
by Psygnosis is yet another 
motorcycle racing game. But 
that's not so bad considering 
the scarcity of such games for 
the Amiga, at least in compari- 
son to other genres. A few 
motorc\'c!e racing games, 
namely No Sfcoiid Prize 
(Thalion Simulations), Red Zone 
(Psygnosis), and Road Rash 
(Electronic Arts), have been 
released in the last year or two, 
so the question is how Prime 
Mover compares. 



First, let's take a closer 
look at Prime Mover itself The 
focus of this game is to 
compete in, if not win, a racing 
season. A season consists of 
races on 12 different tracks 
with varying numbers of laps, 
each race in a different country. 
These tracks are based upon 
real tracks; for example, 
Hockenhome, the game's 
German track, comes from the 
actual Hockenheim track. After 
finishing one track, you move 
to the next, always in the same 
order starting in the U.S.A. and 



finishing in Australia. Your 
season abruptly ends if you 
don't do well enough in the 
overall scorings, and the game 
neglects to mention what well 
enough is. 

To add variety (o the very 
linear play. Prime Mover 
features some game options. 
Upon choosing to start the 
game from the main menu, a 
grid of nine faces appears. 
Select one to represent your 
driver, and enter information 
including name, age, height, 
and weight — the last three 
being irrele\'ant. Then comes 
the race options menu. From 
here, you can begin a race, pick 
a motorcycle from the five 
available ones, view the 
previous race results and 
overall season scorings, load/ 
save a season, or quit racing to 




abandon the current season. 
The next track option is 
misleading and useless; it leads 
you to believe that you can go 
to the next race, but it really 
shows information about the 
next track while scrolling some 
scenery and playing the 
national anthem of the host 
country — the same as the race 
option — before returning you 
to the menu. Since the game 
returns to this menu after every 
race, you could change 
motorcycles repeatedly to 
increase the challenge, as each 
one sports different levels of 
speed and acceleration. 

From the main menu, you 
also can choose to practice on 
any of the tracks using any of 
the motorcycles, view the high 
scores and game credits, or go 
to the options menu. The 
options menu allows you to 
change the joystick control 
method, listen to any of the 
four game soundtracks, 
enable/disable high-score 
saving or the music, or return 
to the main menu. I especially 
appreciate the control option. It 
features automatic or manual 
gear shifting, and manual 
shifting plus accelerating/ 
braking can be done in various 
ways through combinations of 
the joystick handle and /or 
firebutton. I found automatic 
shifting and joystick forward 
for acceleration and backward 
for braking to be the easiest. 

After finishing with the 
menu screens, it's time to race. 
During the race, you view your 
bitmapped surroundings from 
a third-person perspective 
behind your onscreen 
motorcycle. Six computer- 
controlled opponents are 
present as well. Most of the 
screen shows the track and 
some appropriate background 
scenery, e.g. the Eiffel Tower in 
France and Mt. Fuji in Japan. 
The bottom of the screen is 
devoted to an instrument panel 
with such necessities as a 
speedometer and tachometer. 
It's no surprise that you must 
finish a race as quickly as 
possible whUe avoiding your 



88 



A/uAziMG Computing 



opponents and obstacles on the side of the road. 

The technical aspects of Prime Mover meet the usual Psygnosis standards. 
There's even the requisite introductory animation — a driver preparing for a race. 
The 64-color EHB graphics are well-done, as are the high-tech, high-energy 
soundtracks and sound effects. Only the instrument panel, identical for every 
motorcycle, is a bit drab. Animation is extra smooth and fast, especially when 
you're blasting down a track at ISOmph. Prime Mover runs on all 1MB Amigas. 
The instruction manual, amounting to a flowchart of the menu structure, appears 
on the back of a full-color 16.5" x 23.5" poster of the game box illustration. 

While I couldn't find any real bugs in this game, there are some irritations 
and omissions. The copy protection orv its two disks is disappointing in light of the 
recent release of Hired Gmis, Psygnosis' first system-friendly Amiga game. 
Furthermore, the protection occasionally thrashes DFO:'s read/write heads — a 
serious no-no. Saves must be done on game disk one — another serious no-no. The 
last irritation concerns the box's "NTSC Version" sticker. Most game screens are 
designed for NTSC resolution, but the instrument panel on the racing screen will 
be unreadable if your Amiga isn't in PAL mode. The mode switch of the 
AmigaDOS 2.1+ Display Options menu doesn't work for Prime Mover, so you 
need something such as Chris Hames' Degrader 1.30 to get PAL. 

As for omissions, screen shots on the box show the positions of you and your 
opponents on a miniature track in the upper-left comer of the screen, but the game 
shows only your position. Consequently, it's difficult to know where your 
opponents are, and the finish line's location isn't shown either! I also wish the 
instrument panel had rear view mirrors. Moreover, whenever your motorcycle hits 
something, you merely slow down rather than crashing. Granted this makes the 
game easier, but it removes some realism too. 

Although Prime Mover is good, the box's lofty claim about its being "The 
smoothest, most realistic arcade motorcycle game ever..." remains questionable; 
No Second Prize, featuring polygon graphics, is also very smooth and realistic. But 
Prime Mover does have better graphics than Road Rash and Red Zone, Psygnosis' 
earlier effort. Apparently Psygnosis learned some lessons in the meantime, since 
the control is much better than that of Red Zone as well. Then again. Prime Mover 
doesn't have Road Rash's fighting-while-driving aspect. 

Of the four motorcycle racing games. Prime Mover scores well. Nevertheless, 
remedies to aforementioned problems would make the game appreciably better. In 
the end, it's a toss-up between Prime Mover and No Second Prize, depending 
upon whether you prefer bitmapped or polygon graphics. 

Prime Mover 

Psygnosis Limited 

675 Massachusetts Ave. 

Cambridge, MA 02139 

{617)497-5457 

{617)497-7794 

FAX: (617) 497-6759 
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Images at your 
fingertips! 

Scan color images in a snap with 
the Migmpii ColorBttrst'^'^^ color 
hand scanner. This three-in-one 
scanner scans in i8-bit color (up to 
262,144 colors), 64 true greyscales, 
and monochrome. So whether you 
need new backgrounds and textures 
for video/animation, greyscak 
images for DTP work, or want to 
scan text for OCR (Optical 
Character Recognition) processing, 
you can do it with the ColorBurst. 

Save your images in IFF and 24-bit 
IFF/HAAl-S formats for exporting 
to the Toaster or your favourite 
application. 

♦ 6 scanning resolutions: 50-400 DPI. 

♦ 5 scanning modes: Super Color, Color, 
Greyscale, Color Dither Halftone ond 
Monochfome/Line art. 

♦ Compatible with Workbench versions !.3, 
2,x, ond 3. Supports new AGA chipset. 

See your local Amiga dealer or 

call Migraph direct to order your 

ColorBurst scanner today. 

Call NOW! 
800-223-3729 

32700 Pacific HwyS.# 14 
Federal Way, WA 98003 

Tel; 206 838 4677 

Fox: 206 838 4702 

Works on all Amigos {except AlOOO) with 2MB 
RAM; 4MB and hard disk recommer>ded. 



Circle 13D on Reader Service card. 
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Feedback 

Letters to the Editor 



edited by Paul L. Larrivee 



A reader wonders which version of WordPerfect is causing a problem; another 
responds to TV GUIDE'S major omission of CD"; and a hapless user pleads for more 
graphic chip RAM on his A 1000. 



A Dual Response 

I would like to address two entries in 
your AC S.IO issue: the letter by Ke\'in 
Arvin in the "Bug Bytes" column; and the 
letter by Michael Duviil in the "Feedback" 
column. 1 much appreciate Mr. Arvin's 
observations concerning the bug he found 
in WordPcrfccI 4.1 with hoiv the program 
treats the time of the day. But I ha\'e one 
question. Since there are two 4.1 versions 
for the Amiga, to which \'ersion is he 
referring — version 4.1.11 or 4.1.12? If he is 
referring to 4,1.11, then the problem may 
have been solved in 4.1.12. In (hat ease, he 
should upgrade. If the problem is present 
in both versions, then, unfortunately, until 
WordPerfect Corporation again writes 
their program for the Amiga, we are stuck. 

Mr. Duval's comments about wanting 
programs u'rittcn for the MS-DOS 
computers or Macintosh computers to 
work on the Amiga are another matter. As 
it happens, I agree with his perfect logic 
about being able to use programs designed 
on another platform to be run on the 
Amiga, whether directly or by altering it to 
operate correctiv on the Amiga. Yes, this 
makes logical sense to the user who has 
some — or e^'en expert — understanding of 
computers. 



Unfortunately, it is not the users who 
have the main control of what is done with 
the programs: it is the companies and 
programmers who make that determina- 
tion. That is why I present the following 
ideas. 1 will divide his question into several 
parts: compatibility, capability, and, a 
manufacturer's willingness to produce for 
more than one computer system and more 
than one platform. "Platform" here refers 
mainly to the type of operating system: 
i.e., MS-DOS \'s. Amiga DOS \'S- System 7 
vs. Unix \'S. TOS. Platform also refers to the 
type of microprocessor used by the 
respective computers: i.e., Intel \'s. 
Motorola. When people speak of compal- 
ibllitv, thev talk about a program or a 
board on one t\'pe of computer working 
the same wav on another: i.e. Tl'ie Video 
Toaster, designed for the Commodore 
.Amiga computers; Lotus 1-2-3, designed 
for the MS-DOS computers; PhotoShop, 
designed for the Apple Macintosh 
computers; X-Windows, designed for the 
Uni\ system computers; or a RAM 
expansion board made for one of the 
platforms to work on another. 



The critical aspect is not whether a 
program can run on various platforms; it is 
whether you can use the data/information 
created by one program with a different 
program of the same type — word process- 
ing, spreadsheet, data base, etc. Sometimes, 
the data created and stored by one 
progi'am cannot even be directly used by 
another similar program designed for the 
same computer and computer system. 

.Another definition of compatibility is 
one computer being able to run a program 
\vritten for a different computer with a 
different operating system. This will almost 
ne\'er work because the authors write the 
programs geared to whichever platform — 
.MS-DOS, UN1,\, AmigaDOS, CP./M— they 
have available to ihem. And unless that 
person or company lias other platforms 
a\ailabie and has the inclination, the 
money, and the time, the program will not 
be ivritten for a different platform. 

WordPerfect Corporation and SAS 
Institute were two companies that had 
written their programs for the Amiga, from 
the beginning. SAS Institute still docs in its 
"C" compiler. SnihrBiisc and games are 
other programs which are available for the 
Amiga as well as other platforms. 
WordPerfect Corporation 
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decidoii lo >ib<indon the Amign compiittT, 
saying Ihnt the market was not good 
enough. As angry and upset as vve may 
feel, \vt' must remember it is their program 
and their money and they have a right to 
do this. I .still use version 4.1 .12 as my word 
processing program of choice because of its 
power. There are also the considerations of 
copyright. Even if a programmer could get 
the source code for a program written for 
the MS-CXDS computers, he must get 
permission from the party holding the 
copyright. 

And, then there is the attitude [ heard 
expressed at the PC EXPO in New York: 
since Commodore does not market its 
machines much, and since IBM and Apple 
always market their machines, some 
software companies ha\'c no intention of 
writing their program(s) for the Amiga. 
Companies with this attitude obviouslv 
would ne\er consider porting their 
prograni(s} to the Amiga, no matter how 
much we Amigans would love to use them. 

Mr. Du\'al enters the next definition of 
compatibilitv when he speaks of having 
/.I'fii.s a\'ailable for the Amiga. If he is 
referring to information or data created by 
using one type of program on one platform 
be used by a similar program on another 
platform, to that I say, ves! For example, 
you can pass data back and forth bet\veen 
Lotus and MitxiPliin; you can pass 
documents back and forth between 
PmWrih' and Woi\1Pcrfixl. Tliereforc, it is 
not necessary to ha\'e a port of a program 
written for a platform other tlian the 
Amiga. 

Mr. Duval also speaks of capabilities 
of the Amiga. What good is ha\-ing the 
most \ersatile desktop computer available 
if you run into the abo\'e? All I can suggest 
is to use programs, written for the Amiga, 
v\'hich can transfer the data back and forth 
betu'een plattorms. Using .VISH, MultiDOS, 
CrossDOS, and DOS-2-DOS to transfer tiles 
from an MS-DOS formatted disk to an 
AmigaDOS formatted disk, vou have 
access to the data. MS-DOS computers do 
not have this ability. There is one caveat: 
Sometimes it is not possible to port a 
program from one platform to another, nor 
is it possible to use the data in the same 
way when transl'eiTed from one platform/ 
computer system to another. The Video 
Toaster by New Tek cannot be ported to 
the MS-DOS or Macintosh worlds because 
it uses frequencies peculiar to the Amiga. If 
a person must use AutoCAD, he or she 
must use an MS-DOS machine because it 
has not been successfiilK' ported to the 
Amiga; and, if a person must use 



PhiHirSImp, he or she must use a Macintosh 
for the same reason. 

1 wholeheartedly agree with Mr. 
Duval's sentiments. But if he must use 
programs written for the MS-DOS 
computers, he can either iristall a bridge- 
board or use an emulation program like 
CrossPC or PCTask for MS-DOSprograins; 
or, for the Apple .Macintosh computers, he 
can install an AMAX 11+ or an Kmplant 
Board f<vr Macintosh programs. Since the 
(.iata/inlorniation still has to be transferred, 
when needed, don't forget about the 
various transfer piograms 1 have already 
mentioned. 1 hope this answers Mr. 
Duval's questions. 

Julian .Aroniiwitz 
Bronx, NY 104678-2421 



Thank You Thank You 

I'hanks lor a wonderful magazine. 
Each month I look for\\'ard to the next 
issue long before it's actually due. Keith 
Cameron's "cli directory" column is great. I 
lent mv brt)ther the latest copy of /IC ,s 
GUIDE, and it has yet to resurface from the 
depths of his apartment! 

One small criticism of mine; 1 find 
yiC's layouts too busy. 

Also, compliments to Don Hicks for 
his exposing the major "dis" by 7'V GUIDE. 
I'm pleased to report that I wrote in protest 
immediately to Author Greg Pagan, an 
associate editor at TV GUIDE. [Sec 
"FJitmal Content," V. SAO, ivhcrdn the 
cililor calti TV GUIDE to In^kfcir it$fnihirc to 
nu'iilion CD^- in a otu'-jmgi' urtkle: "The Disc 
DiimSi-: VV/w/'s t/ic i\'c.v( Brv,- Cimit' Mnckinc?" 
Noivmbcr /3, 1993.— PLU I included an 
article about CD32, complete with a full- 
color photo, and a copy of David Tiberio's 
list of famous Amiga uses. 

I believe we, the users and fans of the 
Amiga, have the power to draslicallv 
influence our fa\'orite platform's future. 
I'm thankful that a magazine of your 
caliber is in our camp! 

Lois Garcia 
Sacramento, CA 



More Graphic Chip RAM, Please! 

Everybody appears to be thrilled with 
the Amiga 1200 and 4000 with the AGA 
chipset. As a keen Amiga user since 1985 
(two 20n0s and a 3000), 1 looked forward to 
getting a 4000 to help making my j()b 
better. As a graphic designer and art 
director, I do just about everything on the 
Amigas. 



1 recently received the 4000/040 with 
the full complement of KAM and a 1GB 
hard dri\'e. Unfortunately, it didn't take 
long for disappointment to set in — for the 
first time with a new Amiga! 

Only 2MB of graphic chip I^AM just 
isn't enough any longer. I'm constantly 
running out of memory, and I find 
processing time to be quite slow when 
using the full color capabilities of (he new 
AGA chipset. Why doesn't anyone talk 
about that? On my .■^000 I multitasked 
using Pro Pn^^e, Pro Uiviii' and Dflii\cPaint, 
sometimes even a few more applications, 
without a problem. 

Now I want to be able to do She same 
on the 4000 and, of course, make full use 
of the new AGA color modes, like HAMS 
and 256 HiRes, but it's just not possible. 
Please, Commodore, gi\'e us another 2MB 
of chip RAM. This must be possible. 
Amigas are full multitasking machines, 
supposedly not forcing one to continually 
reload programs when one processes a job 
through various applications. I'd love to 
continue using Amigas, but Commodore 
is making this difficult. 

We all try to he positive abotit 
Amigas in these rough times for it, but 
one must be i-ealistic. .Any suggestions on 
how I could o\ercome my problem? 1 
can't be the only one who is struggling! 

Ger Kalesse 
Halfwav House 
Republic of South Africa 



Please write to: 

Feedback Editor 

c/o Amazing Computing 

P.O.Box 2140 

Fall River, MA 02722-2140 

Readers whose letters are 
published will receive five 
public domain disks free of 
charge. 



March 1994 
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Atnazing Computing 



*■ Vul,7.\"aJI.\ovemtwr 14^2 

Highlights include: 

"Amiga 4000," Commodorv creati?s a bold nciiv diroclUm in 

Amiga computing; wilh expanded graphic rvsolutitnvs niL>diulnr 

CPU, and mort'. 

"Pfogtcssivo 040/2000/' .i rioiif w bv Rick Mat.ik.i, 

"Renijp Magic," Llmhi why Ihb tixil is your bot bet fiw 

m.ikiiii^ ii^f ol ymir ptik^lte. 

"Begituiing C," Chue Xiong CiAi-rs siniu- uf the Kistcs nt liif C 

Ijiiguage. 

i" Vi!l.7,_\c.l2, Dfceiiiberl992 

Hijiihlighls IndudL': 

"Polishing Basic Programs." M.iri.innr GilUs shivivs the S4?ctpIs of 

IJASIC pmgriirnminj; experts. 

"Uanncre," A t;iti)ri.il nil CKMlinj^KiiiniT-U'iAfitb prinlixits. by P.il 

K.is/yvki, 

"Stmclured Drawing & TueH.VStC," p,nil Osluivgu.iy ^h[lws hmv 

TruoBASlC lulK' ^uppi)r[M.iii\ ]l'\cI ot hit'mnrhitMl stnictiin?. 

Also, complele reviews oi Voyayer 1.1, J'lXOUND, VistaPro 2.0, 

jnd OpaH'i^ion. 

*■ Vnl.H, .\o.I,Jsfiuiir>lW.T 

F-Iighli^hti; Includtv 

"Creating a Starybi>ard in Final Copy/* stv hniv lo byout your 

nnimnikin storybtiJrd in Fin.ll Cupy. tiy R SIuutiiii_'. Murtk-f, 

" A Look at 24-bit Libraries," Slumms Murlior look's at 2-1-bit 

libraries, 

"Using Laser Disk Players with the .'Vmigar" Rom little examint.^ 

tliL- bent-fit^ of liispr di^k?; as. a source nf videnn iitlA^js. Vie .iImi shows 

an ea^y \\ ay to M-t tJiirm up, 

Plu»: A ramplete review of Ihp nt^w A1SOO'& cuvcrjgc of Cumdrx 

Fall92€clheFES-LDndon. 

» Vols. \o.2, P».'bnijr\ IW3 

Highlight liiL-liidt.': 

" Extending the AMOS Sort," Davt- Si-nyt-r !ixik> .n the' AMOS wirt 

tunztjon. 

" Business Cards/' Suft-Logik's Dan Weiss givos an in-depth lulonal 

on how 1o create yuur oun bu^nesh cards. 

"AD1012," 3 review bv Rick M,injsi 

AND! A special sneak preview of Ihc One-Sdip Musii! Shop f rum 

Blue Kibbort & complete ciiveragc uf Ihc WOCA 1 uronto! 

r Vol.8. Wi.S^Mjrch 1^3 

Highlighl^ Include': 

"Babylon 5/' thu .\miga changes the way TV shows art- made, bv les 

Paul RoblL'v 

"AmigaVision Projects/' bv William Murphv 

"Art Ex press i tin/' rL-\ Il-^s by Mt-rrtll Calliiway 

I'LtJS: Crcaiiv* bu'^ine^ij form^ & CES Winter '93 

*■ VoU,No.4. April 1943 

Highlight Include: 

"TripIePIiiay Plus & SyncPm". reviews i>E two great music products 

by Riik M.uiai,i 

"CanDo," a review ol the application development system from 

ENOVAlronics, bv Rnb iHaves 

ALSO; Super V'ideoSlat for April, ARcx^f, cli, and great Diversions! 

tt Vo{.S. No.5. May 1^1 

Highlij;ht-v Include: 

"Directory Opui", review tvf ihc latest version of Directorj- Opiis and 

a ?;tart-Lip ttiloriJl by MeniL Caliaw.iy 

"Media M jdness/' ie\pinre5 the inside of Blue Ribbun Soundworks 

new Media Madness, by Todor Fav & David Miller 

"SuperJAM l.I," a review of the Latesi tcit-aw ofSuperJ AM! by Rick 

" Image FX," reiiew b\' R, Shammii MortiiT 

ALSO: Super VideoSlot for May — The NViv Craphics Mndes! 

*" Vol.8, No. 6, June 1W3 

Highlights Include: 

"AMOS Turns Professionar,n?view of a major upgrade hailed as a 

comprehensive de\ elopm^nt svsleni, bv Jimmv Rt>M.' 

"Searching Medical Lilcralure," usiiij; the Aniij^ii In tap the vast 

resource? of medicil on-line services, by I?r, NJifhiiel Tubin 

ALSO: Newsletter Design, ARexH I'mgramminj;, Mnt Diversions 



» Vols, Nu.7. fuly l"^^ 

Highlights Inchide: 

"TypeSMITH 1.0". review ol Soft-Logik':i ne\s font editor, bv Merrill 

Caliavs'av 

"OpalPaint 2.0," review of the IaIfsI \ erSitin K.tl this paint pri)i;rjm for 

the OpalVision board, by R. Shamms Morlier 

"Structured Drawing" basic features and advanced ti.vhniqiies. b\' 

Daii Weiss 

"DeluxePainI W AGA," re\iew ttf the latent paint p.ickj^*- tnr the 

.AU.A macliines. by R. ShamnL^ Morlier 

ALSOiSuper VJdeoSlot, ARcxJt, and New PraductsI 

i" Vol.S,\"o 8, August 1993 

Higlllights Include: 

"Amigj Vision Professional", a-view Commodore's upgr-^ded 

authfirin^ sy^^tem, by l'Xni};l.is f. Nakakihara 

"Art Department Priik'siunal 13," revieu' of Ihe latest rekMM'oi 

AdPro from .-VSIX'.Jiy Merrill CallawLiy 

"Prafessiona! Page 4,0/' the Litest incarniilkm of Pro I'.i^ie. l>y Rick 

MLina.-;.! 

"fseudo Radiosity Effects," why r^y tracing is iitiL ,\i\ jccurale model 

ot true light beha\ ior. by Mark Hoffman 

'T-kexx Professinnial"', a review of the latest release of T-Re\\ from 

ASEK;, by Merrili Callaway 

ALSO; AC Phone Book: A directory ui Amigj Developers! 

¥ Vt)l.8, No % September l*N3 

Highliphts Include' 

"Adventurcs with Aladdin", Part III yf\ this tutunat M,'riL>^ un Aladdin 

4D, by K. Shamms Mortier 

"CanDo, "Firs I installment of ihi& series for CanDtJ programmers, hy 

Riintly Finch 

"Caligari IX." Ke\ icw of \ er>ion 50 of this 24-bii soitw,!re. by K, 

Shanims Morlier 

"Coming Attractions/ A li\ik into Ihefuturealtractionjvin .\mi^a 

g^mci^, by Henning Vahlenkanip 

ALSO: VVOCA— Australia & Summer CCS! 

r Val.S, _\n 10, October ["J^J 

Highlights Include: 

"Making Waves", Focu^ on the ivive reijuesler in Part IV of the 

.Maddin serii^, K. Shammii MorHer 

"Clouds in Motion," Animated clouds in ix'ener\ Animatur, by R. 

Shamms Morlier 

"Media Madness," [discover whal it can do for Har^AiPipi^^ by Kick 

Manama 

"Bars&Pipey Profesiional 2.0/* review by Kick Manas.i 

"Bernoulli MulliDisk IBU'V A review of thif; great lomuga drive, 

ALSO: Commodore's newCD52! 

« Viil.S, \olKNoVemlier IW3 
1 lighlights Include: 

"CanDo", This installment covers developing a cuslom object by 
combining several stand.ird CanDo obitfls, by Kiindy I'inth- 
"Brilliancp," A complete review ol this hot new paint .md animation 
program from Digital Creations, by Frank McMahon. 
"Online,'* The introduction of this new telecommunications column 
for the .Amigil, by Rub Ha\'s, 

"Gel Graphic: Digital Image F/X^" Tlie intrnduciion ol ACs new- 
graphics column, by William rravvle\ . 

"Picasso H", Ati\ iewofoneoflhebest new ^raphio cards available, 
b) Mark Ricken. 

ALSO: WOCA Pasadena: Commodore introduces CD-32! Plui, (he 
incredible LightRavc, a Video Toaster emulator! 

• Vul.3, Xo 12. i>?cemKv 19Q3 

1-iighlighis Include: 

"CanDo Tutoria]", Ba^ii; cenceptti behind animations and 

presen tuitions, by Bandy 1-inch, 

"LighlRave Review/' A revieiv nf thi> uniqiirt liw^ter emulator, b\ 

Siumms .Morlier. 

"Online," The intriHiircllnnoi this new teleciimmunic.vtinns cnlumn 

for the Amiga, by Rob Ha\-5. 

"Gel Graphic: Digital Image F/X," [ he intniduciion of AC's new 

graphics column, by William Frawlp\-. 

"Video Toaster 4000 Review", A review of the latest VideiJ Toa.'iter bv 

Shamms NUirlicr 

ALSO: 1993 Reader's Chioce Aw.lrds! 
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*' AC'ti TECH. Vol.2, Nu.-l 

"In Searcli »( (hi? Lo*;! Windows," by Phil Ikirki' 

"No Mousing Around," hide Ihnl annoying miigsf poiiitLT 

with this j;riMl [-iinLir.Mii. In- Ji-ff IJickson. 

"Tl»e Joy of Scts/'Vv Jini Olinger 

"Quarlt-rbackB.O," yic\ ii-w by MerriH Ctilla^vay, 

*'AC'sTECH,Vul.3,No, i 

Hif;hIij;htTJ Inciiitk': 

"Comcau Computing's C+t," A ruvievv of this ^rcit hl-w C 

Ci>iiipiU-r by ^'llrL■^l Arnotd. 

'Trogramining Ihe Amiga in Assembly Language Part 5," bv 

VVillLimXeo 

"Make Your Own 3D Vcgelatiim," l.uirLi Momwiti shows iiow 

to iii^i; iliTtilL-d fiini'tutris to cn-iilo 3D trL'cs .iiiii pLmts. 

PLUS! The HotLinks Developer's Tctcilkit ON-DISK! 

fe'AC'sTF^CH.Vol. 3, No. 2 

liigh!ii;;i>tsindudo; 

"Ole," An jircado ganu' pmf;rammed in AMOS BASIC, by 

Tbnniiis), Ii^helmon. 

"Programming the Amiga in Assembly Ungtiagc Part 6/' bv 

William \tv 

"Wrapped Up wilh iVuc BASIC/' TL'\t and (.Iniphics wrapping 

nHHiulo^ ill True BASIC, by Dr. Roy M Nu//o 

^'ARexx Disk Calaloger," An Ami^alX^ inanipiilatar lh.it 

produces a iL'Vt fjk- conlaininji information about thi' floppy 

disks vou \\-ant caUlojiLtl b\ T, D.irrel Wes^tbrook 

ANDIOTS MORE ON DISK! 



*■ AC'S Ti;CH. Vol. 3, No3 
Uij^hlij;hls Include: 

"Row Rjinbinv Library," .A ri'\icw by Merrill Call.ivvLiy 
"I'rogramntinft iht* Amiga in Assembly," by Williani Neo 
"All You liver Wan led to Knmv About Morphing," .An in- 
deplh look at mnr}ihinj; for Imaj^iiie bv Br\ino Costa <Tind luda 
Darsa 

"Custom 3D Graphics Package Part 1," Designing a Custom 3D 
grapliiL'>-pjck.-t;o b\ Laura Moris^'n. 

Build .1 SL-'i^ond Jov^Iti k Tiirt, A ■^iniplL' hardware project for 
an additional jovstitk port bv Jatiufs-Hallee. 
AND LOTS MORE ON DlSKl 

*'AC'sThXTI.Vol.X\u.4 

I iiglilights Include: 

"Custom 3D Graphics Package Part 11/' Put the finiiihing 

totiches en \ our nwn j^raphics package bv Ljura Morisson. 

"TruBASlC Input Mask/' An inierestingTrueBASlC utility- bv 

T. Darrell \^■.^.!bronk. 

"Time Efficient Animalions," Make up for lost time with this 

great animation utility bv Koberl Calka. 

^F-BASIC 3.0," A re\"iew of this Litest version of P-BASIC by 

JeffStoin. 

PLUS: CD32 Dcvelopmcnl Info! 



1-800-345-3360 





\^< III I — 

lOte' 



i:_ i to CI 
II Hi '^-*^'*?-i 






/ 


/ 


^ 


|e 


/ 

/ 


tlllllfe 


r^ 





Complete selection of Amazing Computing and AC'S TECH AVAILABLE! 
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MISSINC , Hiivo vtKi inissod information on how tn add ports 
to voiir Amiga for Lindor S70, how to work around DcluxcPiiint's lack of HAM support, hou' to 
doni with sorvice bureaus, or how to put your Supur 8 films on video t.ipe, along with Amiga 
graphics? Do you know the differences among the big three DTP pi'ograms for the Amiga? Does 
the ARcw interface still puzzle you? Do voli know when it's better to vou use the CLI? Would 
you like to know how to go about publishing a iiexvsletter? Do yoti take full advantage of vour 
RAMdisk? Ha\'e vou yet to install an lf?M mouse to work with vour bridgoboard? Do voli knoiv 
there's an alternative to high-cost word processors? Do you still struggle through your 
directories? 

t^r if you're a programmer or technical type, do vou understand how to add ?12K RAM to 
your 1 MB ASIHl for ,i cost of oniy S3U? Or how to program the Amiga's CUl in C? Would you like 
the instrLictions for building your own variable rapid-fire joystick or a 246-gravscale SCSI 
interface for your Amiga? Do you Lise easy routines for performing floppy access without the aid 
of the operating system? How much do you really understand about ray tracing? 
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Below is a listing of Ihe iatest additions to 
the Fred Rsh Coliection. This expanding 
library of Ireety redistributable software is 
the work of Amiga pioneer and award 
winning software anthologist. Fred Rsh. 
For a complete list of all AC> AMICUS, and 
Fred Fish Disks^ cataloged and cross- 
referenced for your convenience, please 
consul the current AC'S Guide To The 
Commodore Amiga available at your Jo- 
cal Amazing Dealer. 

Fred Rsti Disk 931 

Comgraph A povverful function plotter. Vol 
can admtnisief up to ten lunciions al 
Itie sams Irme. plot funcijons and Itieif 
derivatives, zoom these and calculate 
symbolic donvatives. zero points, 
extreme pojnts, turning points and 
saddle points, poles and gacs. 
Furthennote. you car calculate 
integrals {inlegral. area, cirve length, 
rotation valume, lotatlon surface). 
Contains a simple sctentilic catcdalor. 
linear equation soJver. prime factor 
reduction, and pnme number 
calculator. High pnnt equality, English 
and German version coexistant in one 
program Binary only, s'lareware. 
Author: Andre Wsellioff 

DynamileWar A liny game lor 2-5 players 
who fight against each ottier. II ie 
similar to ihe commercial Dynatjlaster 
orBomberman. excepts l-pfaysr 
mode IS no! available. On Ihe olher 
hand, there are a great number of 
eittras To win the game, cts player 
has to disintegrate alt other players by 
exploOing bombs. Binary only, 
shareware Author Andre Wiethotf 

Modules Command extensions tar Ihe 

MaAmiga V4,)tx Modula-lt Compiler ol 
A+L AG- in about 13 Modules are over 
41 importable obiecls with 31 1 
comnriands and functions, for 
progrBrnming devices, graphscs and 
intuition. The are lour Modules alone 
covering graphics (GraphtcsSuppod, 
Copper Fonts. SimpleSD). with a lotal 
ol 140 commands. M,ost modules 
contain one or two demo programs 
showing sample usage. Airtnor: Andre 
Wtethoff 

FrBd Fish Disk 932 

DynamtcSkies A big toolbox for aslronomy 
that has, lor an uUimaie goal, to 
answer with speed any quas^tion that 
may artse on celesiial oblecis For 
example, suppose you have an urge 
to obseni/B Jupiler tonight from your 
window, You may consult nse'set 
times ol Jupjtet. ask when it crosses 
south-west (supposing your window 
taces south-west), and wUh just a 
mouse click tiave a glance at Ihe 
simulated sky at this time You may 
even animate Jupiter's path across the 
- sky with a lime-siep animation- Of 
course, I' you're a real star gazer, 
don't fotgel your binoculars or 
telescope for the real thing! Version 
1 0. binary onEy Aulhor Patnck 
DeBaumarche 

Ffeuch A little ^me with more than five 
extra large stages The objecl is to 
pickup up your cargo and climb safely 
ID Iha next stage, wtthout betng shot or 
njnnlng Into anything, (including your 



cargo!}. Scrollfng, shoottng, some 
gravitation, similar lo Thrusi (C6d)_ 
Version 2,0. and update to version 1 .0 
on disk number 760, Binary only. 
Aulhor: Karsten GOize, title music by 
Andreas Spreen 

SiBckMon A program Id monitor the Stack 

use of other programs or tasks. Has a 
convenient GadTools fronl end. 
Requires Am^gaDOS 204 or higher. 
Version 1 0. includes source In E. 
Author Davtd Kinder 

Fred Fish Disk 933 

ConveflHAM A Ljtilily 10 convert HAM pJctUTB 
fjles to ordinary ILBM lites. with 2 to 
256 colours (2 to 32 on non-AGA 
machines) Version 1.2, binary onty. 
Author: David Kinder 

Ed.tKeys A kaymap editor. Supports editing 
ol stnng, dead and modifiable keys, as 
well as control of repeatable and 
cap&abie status of each key, New tesl 
mode, plus LoadKeymap support 
utility. Version 1.4. an update to 
version 1 .3 an disk 8t7. Binary only 
Author David Kinder 

GuiArc A graphical user miertace for cli- 
based archivers like Iha, arc, ape. zoo, 
etc, It has the fook & feel' of a 
directory tool ana can perlorm all basic 
aciions on archives, such as Add, 
Extract. List. Tost, Delete, etc. You 
can enter archives as if ihey were 
direclones. You don't liave to know 
anything about archivers. Fulfy 
configurabte. Archivers nol included, 
requires AmigaDOS 2 0* Version 
1.22. an update lovl.lt) on disJc 
number 863. Binary only, (reeware 
Author. Palrtck van Beom, 

PhirAss Ph)(Ass is a complete macro 
assembler, which supports thie 
instruction -set and addressing mcxJes 
of all important Wotorola processors 
(lulC680O0.68O1O.^OaO,68O3O.66O4O.688a< 
and 68831). It understands all 
common assembler-directives (Seka. 
Devpac. fVietacomco. etc ) and can 
generate linkable Amiga-DOS object 
liiss or absolute code In both cases 
the user has ihe opportunity to choose 
behween the large and small code/ 
datamodel. PhxAss is written entirely 
in assembly language and woflts -.viih 
Kickslart 1 2/13, OS2.x and OS3-x. 
Version V3-60. an updale lo version 
V3,30 on disk number 905 Binai^ 
only, with documenialion in English. 
Aulhor: Fmnk Willa 

PhxLnk Linker lor Amiga-DOS O0j,ect lilEs. 
which also supports the small-code/ 
data model. Version V2,03. an update 
to version VI .35 on disk number 853. 
Binary only, with documentation in 
English, Author: Frank Wille 

ShellMenus A program lo hefp Shell users 
be more prolific and save time. Shdl 
Menus creates user delmable menus 
thai attach to the Shell window. SDIIers 
en intuition interface to edit your 
menus instead ol a text editor and 
many other features not found in other 
programs thai use menus. Requires 
O32.04+, Version 2.7, binary only 
Author Mark Ritter 

Fred Fish Disk 934 

ABackup A very powerful backup utility. Has 
a lull Intuition interface, a "batch" 
mode, can save/load fife selection. 



handle HD floppies, use any exiemal 
compression program, etc,,- This new 
version adapts itself lo the default lont 
and screen mode, and may be up lo 
40"'o faster than previous versions. 
Inciudes French. German, and English 
versions. Version 4.03. an update to 
v2 43 on disk 871 . Shareware, binary 
only. Aulhor Denis Gounelle, 

AZap A 'new generation' binairy editor, 
able to edit fries, memory or devices 
like llcppy Of hard disks. II can open 
several windows at the same lime, is 
localized, and handles all OS3.0 lite 
systems. Includes both French and 
English documenialion. Varaion2.11. 
an update to version 2.04 d disk 
number 875. Binary only. Author 
Denis Gounelle 

PublicManager Public screen toot which 
opens public screens that are freely 
configurable (depth, size, font, ...) and 
have their own menu (paiatie, quit, 
tools,, ,1 Requires Kickslart >2.04! 
Version 1 4, an update to venslon 1 ,2 
on diss 635. Binary only. Author: 
Michael WaLiI 

ToolTypB A program to make it easier lo edit 
toottypes in icons. ToolType will read 
Ihe locliypes from an icon file and let 
you use your favorite text editor to 
change or add lo the looltypes. 
Includes an option lo sort the toallypes 
alphabetically. Version 37.206. 
requires OS2.0+. binary only. Author: 
Michael J Barsoom 

Fre.d,Bsb PfsK 935 

AmiCDHOM A CDROM disk filing system 
lor the Amiga. It supports the ISO- 
9660 slandard and the Rock Ridge 
Interchange Protocol. The CDROM 
drive l3 n^unted as a DOS device 
(e.g. CD0-). You can access liies and 
directories on a CDROM disk by the 
usual syntax, eg. lype cdOfoo^ 
readme.txt". Version 1.7. includes 
source. Author; Frank Munkert 

Badger An icon management utility When 
you throw liles on Badger's appicon 
Ihey gel a new icon depending on 
which patiem in Badgers list they 
match. Version 1.1. Author: Enk 
Sagala^. 

CfipWindow A program ttiat makes it easy 
to put Irequently used text on Ihe 
clipboard. It opens an AppW/indow on 
Ihe Workbench which accepts Projed 
icons and assodated text files. The 
lext is copied to the clipboard ready for 
pasting. Text may be in a separate 
disk lite or direclly entered as Tool 
Types in the Project icon. Also 
Included is ConPaste. a Commodtty by 
Carotyn Scheppner which allows 
pasting dipboanded text atmosl 
anywhere, AmrgaDOS 2.0 or higher 
required Version VO, includes source 
Aulhor; Jim Han/ey 

LazyBench A Iiitie utility for lazy peopie 
with a hard disk crammed lull ol 
goodies which are too difficult to reach 
tjscause they are buhed away in 
drawers inside drawers inside drawers 
inside dravt?ers .. LazyBench installs 
itselt as a commodity, adds an item 
under the Workbench "Tools" menu 
and vratts m the background. Use its 
hoi key combination lo pop up tts 
window and then select an item Now 



OS 2.KK only and fully 'User Inlerfacs 
Style Guide" compliant Font sensitive 
{uses the Defauh Screen Font) and 
each gadget has a smgie key 
equivalent. Version 1,12. an update to 
version 1.10 on disk number S34. 
Binary only. Author; Werther'Mircko" 
Pirani 

ftfluchMore Another program like "more". 

'less'', 'pg", etc "nil's one uses its own 
screen lo show the text using a slow 
scnjil. Includes buili-m help, 
commands lo search for text, and 
commands to pn'ni the text. Supports 4 
color text in bold italic, underlined, or 
inverse fonts Can load xpk-Cfunched 
lit^, has a dEsplay mode requester 
and ts localized (german catalog 
Included) Version 3.6, an update lo 
version 3.3 on disk number B95. 
Includes source in Otjeron-2 Author: 
Fridtjol Siebert, Christian Sliens 

VimsChecker A vsrus checker ttiat can check 
memory, disk boolbiocks, and atl disk 
fifes for signs of most known viruses. 
Can remember rranstandard 
bootblocks that you indicate ate OK 
and not bother you about them again. 
Includes an ARexx port, supports 
SHI'S Bootblock Hbrary By using this 
library and iis brainhle you have the 
ability to add now Bootblock viruses as 
SHI release new brainfiles. Version 
6.33. an update lo version 6.30 on 
disk 913. Binary only. Author: John 
Veldthuis 

Fred Flah Di sk 936 

BaseConveri GUI program to convert a 
number from one base to anolher 
Shows conversions between Decimal/ 
Hex/Ocial/Blnaryall simultaneously. 
Requires Kickstart 2.0 or higher. 
Version 1 1. binary only. Author 
Johan VandB Ginste. 

Spooler Phnts textfiiej in the background. 
Copying a liie to the SPOOL; directory 
(S all thai IS required The program 
Shows you a list of files to t>e printed 
and gives you a report on the file 
cuttenily being pilnied, Requires 
K'ickslari 2,0 or higher Version 2.3, 
biriary only. Aulhor: Johan Vande 
Ginste. 

TKEd TKEd is a very comfortable 

Intuition -based ASCII editor with an 
snglish and german user- interface. It 
can read texts packed with 
PowerPacker, has user-definable 
menus, e comfortable AREXX 
interface with 1 1 6 commands, an 
interlace to some errortools for 
programmers, macros, undo, 
wordwrap, supports foldings, has an 
online hetp mode, and many other 
features TKEd is reentrant and can be 
made resident, it's Kickstart 1.3/2.04 
compatible, supports Ihe new ECS- 
screenmodes. an application window 
and checks itself for linkviruses. 
Version 1 .I7a. an update to version 
1llondisk78l Evaluation version, 
with edihng limiied to files 9999 lines 
and leK. Sinary only, shareware. 
Author. Tom Kroener 

Fred Rsh Disk 937 

64Door A Commodore 64 Terminal 

emulator program which allows you to 
call Comtnodor© &4 BBS systems in 
Ihe C64.specific color tenninal mode 
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CDnmonly reler red to as C/G mode. 
Wrillen in lOC*o 68000 Assembly 
language Version 10. binary onty. 
public domain. Author: Clay Hellman 

Galacloid Aoneoriwoplayershool-em-up 
gamp rhni r«<!«mbl<>s Ihe okJ arcade 
c!:i " ■ nrj Qalajdan You 
II .ifoy waves ol dive- 

t). Wniienm lOCa 

680tiQ iBicri::; , Language using direct 
hartJware access lor maximum 
smodlhnr-:? ^r-.-i pl-nynbiKTy Binary 
on, i;iay Herman 

Kir>gCOf. - jptionally 

ft; Mi'and 

■RAW. duv...c^ I! .i lOJ V compalible, 
but adds some VERY usaFuI features, 
such as Filename -compiotion (TAB- 
expanstonj'. A revieW' butler: Intuition 
menus: Jump-scroll (FAAST output!) 
Cursor-posiiionrng using Ihe nwuse; 
MC66020-opiimi2ed versuxi. And 
more , Version 1 0. requires OSS.x. 
birwry only AuifTOr. David Larsson 

Knil Conve'ts an IFF picture (fl-colors 

or less) tnlo a kninmg paiiem For a 
specified sltlch siro Knit will tell you 
bow many stitches per row are needed 
and tiow many lOfes are used- Knit 
bases all ol its ca culaitons on tlie stza 
of a standard monllor screen whicti 
means thai v'l-f t r.Fshecl kncimg 
should be . ' your 

screen, il' ,i exira 

large orsn i may need 

lo make ad|iu:.:n.trli J Version 1 01, 
binary only Author Don Finlay 

MegasQuaa A two piayer game with iwo 
modes of gameplay Tag and Duel 
Features many dilfereni play boards. 
has music sound, and is very smooth 
WriHen m 100"^ 68000 assembly 
languaoe tis^riQ direct hardware 
access Binary only, public domain. 
Author Clay Holiman 

WhereK A highly conltgurable harddnve 
ij)tility Features an auiomailc disk 
catalogflf with 3 modes, Tums 
direciones into ascil files that can be 
saved and searched, al^ows other 
pfograms to run while continuing In Ihe 
background, creates lists with versions 
ot Ihe libranes on your haid drive and 
disks Ai3 tiles croaied can ba saved. 
Features 2 help modes, individtiat help 
lof keys ard a comprehensive help 
mode, bolh accessible from the 
program Runs on WB3 0+ except lor 
Ihs LlDrary Versions Bulk Lislar which 
requires WB3 and above Version 
3.0. binary only, Ireaware. Author: 
Konneth J. McCormick. 

EnKLBAlLDisK 839 

Arrqie ANolher Greal Inluitttm Enhancer 
commodily Ihai oilers atxitii 100 
Intuition related actions you may 
assign to multiple art]ilrary hotkeys 
Arbitrary DOS commands and topul 
event data may t>a assigned lo the 
hotkeys loo. Furthermore, Angie 
includes automatic window hunting, 
autoActi^eV/inT.! '■ ::-i:i'ii\ r-rrcment. 
TWA lyi ■ nilo 

DefPubS 
comes vjii' 

user tnierfact l!:^;. <> ■Jti-'iiO.-v : 6. 
gittware, includes source in Oberon-2 
Aumrr f-A'-: Sc^v.'a:z 

ol the 
■ size of 
. j.ves the 
size in uyies. blocks ana ine actual 
size occupied Supplied with a French 
catalog. Irxtudes Engbsh 
documentation in AmigaGuide TomtaE 
and French documentation Also oilers 
several new enhancements. Requires 
KicitSlart 37.375 or higher Version 
68, an upcfale lo version 0.61 on 
disk 853- Btnary onty Author. Gerard 
Coinu. 

OPU 0<sk Peek and Update, a hex disk 

arKl file editor Funclions include show 
device Info show bitmap, check disJ<, 
zap file, zap &sk. zap titesystem and 
zap rigid disk blocks. Vers«Dn t.5. an 
update to version 1 2 on disk number 
721- Binary only, freeware. ReQuires 
Release 2.04 or higher AullTOr Frans 
Zuydwiik 

FHlere A GUI-based RC Filter design 

program Allows you to sal Ihe desired 
characteristics for either a high or low 



pass ti'ter, caiculate the required 
values and dispfay.'orint the resullanl 
phaselrequency graphs Verswn 1 2, 
binary only, shaiewafs Requires 
OS2-0* Author: Wim Van den Broeck 

MN3A An Hnienna design progiam used 
to calculate currents, impedance, arnl 
ficldsof wire anienr>as The wires may 
contain lumped-consiani loads. 
Environment may bd tree space or 
various groundtypes. Version l .0. 
tiinary only, freeware Author. Jim 
Martin 

PicCon An aid for graphics pnagrammefs 
PicCon will use the datatypes library to 
load any picture formal youVe gol 
support lor. and you will then be able 
to extract any pan ol ihe picrure and 
save it in your desired formal 
Ordinary bitplanes. "blitleriir^es". 
chunky pixels and various spnie 
formats are supported The raw data 
can tw saved as tj'na/y, assembly or 
C source Saving qI thd palette enines 
in a variety ol formats is also 
suRJorted Requires OS3.0 Version 
1 ,06, binary only, shareware Author 
Morten Enksen 

Turtjot-eusch With the help ot "Turoo- 

Leuschner^ you are able to create your 
own msnus for Workbench-based 
wifKJows or expand already sxisting 
menus TurbO'Leuschner supplies ALL 
functions of the Workbench-Menu- 
Syslem With Turbo-Leuschner. you 
supply the name ol the window and 
the menu file to attach to it. thus you 
can altach menus lo the 'AmigaSheir 
windov/, your favorite GUI-based 
utility, or simply the WarkBench 
Window Itself. Binary only, shareware, 
Aulhor Thomas Hftlle 

AddPower A utility that adds some 

miscellaneous useful features to Ihe 
2.Q+ OS. Induces: lile requesters in 
any program, stop drive clicking, fix 
menus and pen colors ol pre-2 
programs, wjidcard * - *(7. make 
screen borders black, open any 
windov/ on Ironl screen. All features 
are independanily conligurabte. 
Workbench and AmigaDOS Interlaces 
with orline AmigaGuide documenta- 
tion. Version 37 B, binary only. Author 
tan J. Einman 

AleriHelp A little tooftfiat helps yo" id 

interpret theatertmessages, Wtien an 
a)ert occurs, the program dtsplays a 
window with a little descnption of Ihe 
alert. This is version 0.55 Freeware, 
includes source Author. Jan Hagqvisi 

ARexxSuper An all-purpose mouse- 

controBed ARexx communication 
program All done via a nice GadToola 
interface, documenlalion in 
AmigaGuide format, useful lor lesling 
and debugging ARexx interlaces. 
Requires rectools library V38+ and 
Ktckstart 2.0*. Version 1 0. binary 
wily, shareware. Aulhw: Fr6d6nc 
Delacroix 

Ck>seWB This program attempts to dose the 
WorkBeiich screen ador "n' seconos 
It is useful to put into siarTup- 
sequences that start an application 
and no longer need the WofkBench 
screen (such as Imagine) The closing 
of Ihe WoritBench screen wil save 
some chio RAM. Will worti with any 
Amiga rurintng KickStart 2 or tiigl-«r 
Version I.O, binary and source 
included Author Daniel Bachmann 

ExtraCmCs A set of 1 6 AmigaDOS 

commands, chiefly inspired by UMIX. 
whiten to augment the collection 
cfislhbUed as part ol the System 
Software Release 2.04 (V37) and will 
rwt run undc-cIdOT reft'as== i^ii'j is 
the :' 1 of 

the 

Con,:.. 

Find. y-.i^-J. i.i;.-.e. , Prtipaiv;. SCD. 
Split Splilname- Tee, Testbiis. 
TimeCom. Unique and Usage 
lnclu(3es an English User s Reference 
Manual m LaTeX format ar^d source 
code. Aulhor Torsten Poulln 

lanUtils A collection ot some small but 
useful Assembly language toofs- 
Inctuded are Colors a ktckstan 3 
paleitc editor Edii any screen's 
palette by percenis, rather than (wed 



integers: Output, an Appicon litai will 
call your text'piclure/sound'etc 
viewer Custnmii'Hbie int any IFF type: 
SetC'i' ■ '" "■' -11 colors 

Irom ■ 
SetDi ; iiu 

aCfeen (l''ii!Fi •>'■.•■ /nr.i Wbl 3 8 

colors. EMeru, adds key equivalents 
loWBl 2/1 3 menus Lays out Ihe 
menus 'pretiiei ' Source ir>cfuded Jor 
SetCtrior, SelDepthand EMenu- 
AutfxirlanJ Einman 
Upcat Disk catalog program Read lile 
information Irom di^ts. store it in a 
calak)g m memory, save/load catalogs 
lotfom disk display catalog in several 
ways, select (ilos lo be displayed pnni 
(selection of) caiatog. 32 user 
delinable calcgones, add comment to 
records in catalog, ARexx interface, 
user definable macro menu Version 
1 .2. an update to version 1 .0 on disk 
number 654 Binary onty. freeware 

Requires Relpnse 2 Ot -■ * — 

Aulhor Frans Zuvrtrt \- 



AtlTab A smiill Commouity U-di 

successively displays the screens 
titles at the press ol 'Alt- Tab' and 
allows you lo choose which screen lo 
bnng to the front Requires Ktckstait 
37 175 Of 11 rjliei VoiS'dn n 2 pinary 
only /• 

BoolMan A i :nal 

allows , equence 

at bOGi Tunc ii-r'Hi^ the niuni^c- or 
keyboard Also alows password 
protection and a timei to load a defauil 
startup if none is selected Includes a 
preference editor for easy modilicaiion 
and startup Will work with any Amiga 
running KickSlarl 2.0 or hrgher 
Version 1 V binniy only Author 
Daniel Bachmanr 

VideoMaxe A video database that sai^lies 
all needs ol a pnvaie video user With 
lull OS 2,1+ and environmental 
support (localization, application icon, 
installet. font- sensitive runiime gadget 
layout, layout saving, guide 
documeniaikoii, .. ) the program 
handles record suggeslioits, spool 
Inlormations. Iiee amount of oddilional 
data per tRpg oi title, comtortablo 
search routines, pnnting, otc. Requires 
OS 2 1. Version M.20. update to 
version 03.22 on disk number 637. 
Bmary only, Shareware Author: 
Stephan Suerken 

fjsa Rsh.DisK 941 

CardZ Patience card games Includes two 
version ol Klondike. The Waif and Up/ 
Down Version 1. 0, binary only, 
treeware Requires Release 2 04 and 
needs a 640x256 PAL HighRes 
screen Aulhor F'ans Zuydwiik 

FitpPrefs With this program, you can create 
several preferences liles. (Tne 
"DEVS system-ccnllguralion" typei ol 
dilfereni names and switch between 
Ihem on command A sample usage 
would b<? t.i ' u .! ■>■«.'■■ !l .■ .ijiiiup 
scnpi ■ cs 

0opv , stem 

bOOTt'.; -lui in 

dllferent devakipmeni «n«ifonments or 
lor machines with muiDple users. 
Version 10, bmaryonty, fteevirare. 
Aulhor Thorslen SlocKsmeier 

GuideSDoc (Converts AmigaGuide* lite to 
a normal document without any 
"©(xxn) ' s. but lull ANSI-support) CLl- 
ONLY optional inWrtof-conlents- 
gcnc'.v " ' umbenng. 

Ouip .: 'dOui soyou 

mayi-. >t.'. or read the 

gujdeinrjLi vt freeware, includes 
C-30urce AuttTor Bemd (Koessi) 
Koesling 

Mino A Modula -. ot an 

old compute : m N * 

N square wtfii ■ .iome 

fields Your job it. !u irwtrk Ihem with a 
flag as fast as [lossibie Version 2.0. 
an update to vcrs-on 1 8 on disk 
number 835. Conrains some bug fixes 
and improvements Most important 
now always uses the default public 
screen and does not open it's own 
multllasktng and-chipmem-goofltjye* 
screen RcquiFos AmigaDOS 20. 
Source in MSAmtga Modula'2 and 



(newest) 66020 ver Sion are available 
from iho author. Author; Thomas 
Ansorgi; 

SOUNDEIIect ■ ' • - r-ogram 

Specir,' ' ,iry 

buffers ■ 

modui.i I 

echo lis 

el^'?'^ ' )w 

=111 Ihe 



IS 
t;(j4^ri c^jnii^lulu.y ui /^nllun uiiu nas a 
new uwjr nieiface Runs with OSl.3 
ot alxnQ VeiSKjn 2 10. binary oiMy. 
shareware Author Sver aOhimg 
YAMFG Yet AnoUier Mine Ftekj Game. 
This IS a big classic. Your lank must 
move Through the vanaWe-wiaih aiKl 
height mine field lo a target Mainly 
designed lo help beginners cope with 
assembty. Uses reqtools library ;. 
Nice Franks. Version 1.0. ndudes 
heavily commemed: source Auinor 
Frodenc Delacroix 

ACalc AsmaJIcal:. . ig 

pOinL hexadee - 
mc^f-s H,"!^ ir . ■ -r Tf>e 

::it.roaiU, r^Liy be 

use or keyboard 
■ 10 maybeinsialted 
.i:. ^^.. rs boUi French 

iind E" : inaryonly. 

Aulhoi ! 

AS65 A comlortaoiu and elticient 2 pass 
cross assembler (or Ihe Whole 6S02 
processor family Version 2 3d 
conlaina documentaliofi in botfi 
english and gorman Binary only 
Aulhor Thomns Lofimonn 

LibraryGuide An AmigaGuide lile that lists 
about 1 70 diHerani 'iibranes' olten 
found ir^ the UBS: directory and a 
simple one or two line description of 
tfieir purpose along with version info 
and whftre to get them, etc May help 
you determine whether or not you 
actually "neod" some ol these space- 
consuming things Version ],0 Aulhor, 
Dan Elgaard 

WQMonu A simple CU-unty tool that allows 
you to add now menii-entnes to the 
'Tools' menu ol the Workbench 
Useful for scnpis and batch liies 
simple lo use Requires OS2 04 > 
Versjon 3 'I, includes source m 
assembler lor both English and 
german versions. Shareware Author 
Thorston Slocksmeier 

To Be Continued, 

In Conclusion 

To (he best of our hnowtedge. the materials 
m this library are freely dislnbuiable. This 
means they wore either publicly posted and 
placed in the public domain by their autbors, 
or they have leslnctions published m thejr 
Hies to which we have adhered If you 
become aware ot any violation ot ttie au- 
thors' wishes, please contact us ay mail. 

IMPORTANT NOTICE! 
Thts list IS compiled and published as a 
servic© to the Commodore Amiga commu- 
ntiy for intofmationsJ purposes onty lis use 
is testnclQO to non-commercial groups 
only! Any duplication (or commercial pu- 
poses is stnctly (orDidden As a parr ot 
Amazing Computing'" this lisl is Inhei- 
enllycopyrighled. Any infnngementon this 
propnelary copynght witboul expressed 
wnlten pemiission of the publishers will 
incur the full force of legal actions. 

Any non-commeraal Amiga user group 
wisliingtodupiicatelhisJ'slshou Id contact: 

PIM Publications. Inc. 

P-O.Box 21-10 

Fall River. MA 02722 

AC IS extremely it^leresled m ficipirtg any 
Amiga user gioups in non-commerciat sup- 
pott (or the Amiga. 

•AC» 
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Amiga Takes the Stage 



by Jeff Gamble 
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The Amiga is a pretty versatile machine. It has appeared in a 
variety of interesting settings, frnm cable stations to Hollyivood 
movie production houses to major sporting events. Now, the 
Amiga is in another interesting environment: the theater, 

Last year, Pete Townshend's rocl< opera Tommy opened on 
Broadway with great success. The show has sprouted a road 
company that recently spent well over a month at the Colonial 
Theater in Boston. It was here that the Amiga was spotted 
performing an interesting task. In the production, an Amiga 1200 
is used as a link behveen on ETC Obsession Lighting Console and 
the Artisan Vari'Lite console. The Amiga runs a program called 
Stage Mannger from Richmond Sound Design to accomplish this 
feat. 

According to Hope Buchan, the show's Vari*Lite operator 
and assistant electrician, the Amiga acts as a link between the two 
consoles that control the action of the stage lighting, The Amiga 
acts as a translator between the Obsession which speaks DMX and 
the Artisan which speaks MIDI. The Obsession controls conven- 
tional lights and the Artisan controls the moving lights- The 
Obsession sends a signal to the Amiga. Tlie Amiga then sends a 
signal to the Artisan, which in turn makes the lights move, 
keeping everything in sync. If readers have had the opportunitj' to 
see this particular show, they will know that this is an incredible 
feat, since the face-paced action and special effects of this 
production involve a countless number of intricate lighting 
displays. Ms. Buchan says that the system works well. It is more 
versatile than other set-ups. Also, the Amiga automates a step in 
the control process, eliminating the need for an additional person 
at the controls, thus reducing the human error factor and allowing 
for faster and unique lighting choreography. 

Apparently, this arrangement is becoming more common, 
with other major Broadway productions involving the Amiga in 
some fashion. Perhaps being part of this incredible Tony Award 
winning learn will open new doors for the machine. With its 
processing power, versatility, video, sound, and multimedia 

capabilities, it only makes sense that 
the Amiga should appear more 
frequently as part of major stage, 
screen, and television productions. If 
you happen to be in New York, or 
Tommy comes to your area, you should 
definitely see the show. It is an 
amazing production, and the Amiga 
plays an important role. 

•AC" 
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DISCOVER 



Address ^ 
City 



. State . 



ZIP_ 



Ctiarge my Visa 
Expiration Date 



MC # 



. Signature . 



Piease circle to indicate this is a New Subscription or a Renewal 



1 year of AC 



The "Amazing" 
AC publica- 
tions give me 
3 GREAT 
options to 
save! 

Please begin 
my 
1 subscnption(s) 

J ' Please call for all olher Canada/Mexlco/Jorelgn surface & Air Mali rates. 

Check or money order payments must be in US funds drawn on g US bank; subject to applicable sales tax. 



^ffl^^ 



V/SA 



1-year SuperSub 



1 year of AG's TECH 



12 big issues of 
Amazing Computing! 



AC + AC'S GUIDE 
= 14 issues total! 



4 big issues! The #1 Tech Resource 



US S27.00 
Canada/Mexico S34.00 
Foreign Surface $44.00 



US S37.00 
Canada/IWexico S54.00 
Foreign Surface S64.00 



US S43.95 

Canada/Mexico S47.95 

I Foreign Surface $51.95 



.J 



BUSINESS REPLY MAIL 

FIRST CLASS MAIL PERMIT NO. 36 FALL RIVER, MA 



Postage Will Be Paid By Addressee 



P.O. Box 2140 

Fall River, MA 02722-9969 



NO POSTAGE 

NECESSARY 

IF MAILED 

IN THE 

UNITED STATES 



l.rM,l.ll.,.l.,l.l.,l.ll,l,.l,l„lM,lll,....l.ll 



BUSINESS REPLY MAIL 

FIRST CLASS MAIL PERMIT NO. 36 FALL RIVER, MA 



Postage Will Be Paid By Addressee 



Amazing Amiga 

P.O. Box 2140 

Fall River, MA 02722 9969 



NO POSTAGE 

NECESSARY 

IF MAILED 

IN THE 

UNITED STATES 



l.tl,nl„i,lMl.ll.lnl.l..L,lll Ml 



Please return to: 




mnGA 



P.O. Box 2140 

FaU River, MA 02722-2140 



Please place this order form in an envelope 
with your check or money order. 



Please return to: 



^ JLCOMI" 



CO MI" 




miiGA 



P.O. Box 2140 

Fall River, MA 02722-2140 



Please place this order form in an envelope 
with your check or money order. 



YC^I The "Amazing" AC publications give me 3 GREAT reasons to save! 
Please begin the subscription(s) indicated below immediately! 

Name 



Adcfress _ 
City 



State . 



ZIP 



Charge my m Visa r MC #_ 



V/SA. 



Expiration Date . 



. Signature . 



DISCOVER 



Please circle 10 indicale Ihls is a New SLibscriplion or a Renewal 



1 year of AC 


12 big issues of Amazing Computing! 
Save over 49% off the cover price! 


USS27.00 ' 
Canada/IVIexico S34.00 
Foreign Surface S44.Q0 1 


1-year SuperSub 


AC + AC'S GUIDE - 14 issues total! 
Save more than S31 off the cover prices! 


US S37.00 
Canada/IViexIco S54.00 
Foreign Surface S64.00 


1 year of AC'S TECH 


4 big Issues of the Amiga's Original 
DJsi<-based technical magazine! 


US S43.95 i 1 
Canada/IVIexico S47.95 ~ 1 
Foreign Surface S51. 95 1 i 



Please call for all otfier Canada/Mexico/foreign surface & Air Mail rates. 
Check or money order payments must bo in US funds drawn on a US bank; subject to applicable salts tax. 



A 



Please return to: 

mazms MMiGA 



COM I' 




P.O. Box 2140 

Fall River, MA 02722-2140 



Please place this order form in an envelope 
with your check or money order. 



f to. The "Amazing" AC publications give me 3 GREAT reasons to save! 
Please begin the subscnption(s) indicated below immediately! 



Name_ 



Address _ 
City 



^ffl^^ 



. State . 



ZIP 



Charge my i ' Vtsa T i MC # _ 

Expiration Dale Signature . 



V/SJi. 



DISCOVER 



Please circle to indicale this ss a New Subscription or a Renewal 



1 year of AC 


12 big issues of Amazing Computing! 
Save over 49% off the cover price! 


US$27.00 1 

Canada/Mexico S34.00 i 1] 
Foreign Surface $44.00 i T 


1-year SuperSub 


AC + AC'S GUIDE- 14 issues total! 
Save more than $31 off the cover prices! 


USS37.00 J 
Canada/Mexico $54.00 Zl 
Foreign Surface S64.00 Z] 


1 year of AC'S TECH 


4 big issues of the Amiga's Original 
Disk-based technical magazine! 


USS43.95 ^ 
Canada/Mexico $47.95 | Zi 
Foreign Surface $51 .95 1 



Please call for all other Canada/Mexico/foreign surface & Air Mail rates. 
Check or money order payments must be in US funds drawn on a US bank; subject to applicable sales tax. 



SuperGJ 



NEW! 



X 



S-VIDEO AND COMPOSITE 

GENLOCK AND OVERLAY 

SYSTEM 




THE FUTURE IS HERE 



Create spectacular true color animations on y ; 
vour Amica. 



Kitchen "%/ 
Sync Q^ 

TWO COMPLETE ^tO 
TIME BASE CORRECTORS ^ 
ON ONE CARD! 





• Only broadcjist qualitv S-Video genlock 
for less than Si 000 

• AGA compatible. Compatible with all 
Anuga models 

■ Two independent dissolve controls 

■ Sol'tware controllable 

SuperGen SX 
$749.00 

riic Original 



NEW 



SuperGen 

AST QU, 

;k and I 



BROADCAST QUALIl Y COMPOStTE 
CKMLOCK AND OVKRLAY SYSTEM 



WH 





Pamt. digitize and display beaulil'ul full color 
compoiiite video images on any Amiga. 

Cipture an image in !0 seconds from any 
color video camera or stable video source. 

Full-featured paint, digitize and conversion 
software included. 

Compatible with AGA 1200 and 4000 
Amigas in NTSC/i'AL inodes. Two to four 
fniics the .speed of AGA animations (DCTV 
\ s HAMS) willi greater color and resolution. 

Compatible with a!l popular 3D, rendering, 
and graphics packages including: 

AD-Pro. Aladdin 4D. AmigaVision, 
Brilliance, Calligari, Cinemorph. 
Draw4D, ImageMaster, Imaiiine, 
Lightwave, MorphPlus, Real }D. 
Scala, Scenery Animator, Sculpt. 
VistaPro. and manv others... 



NEW 



DCTV 
(NTSC or PAL) 
$299.00 



;.:... Tlie Kitchen Sync provides two chanticis of 

',■■5 time base correction - the perfect low cost 

J"-"'|.: TBC -■lolution for the Video Toaster'". 

}^:-^ Wjih a Video Toaster, the Kitchen Sync 

?'■ i-' provides a compleie .A/B roll editing system. 

• ':V;." Two complete infinite v.indo\v time ba.se 

-' },■ correctors on one IBM AT/Amiga 

:■■■■".: compatible card, 

5", -■ • Absolute 100% broadcast quality 

■' ■ , • Composite or Y/C video in 

■;' v;:'":J= • Includes easy to use external eonlroi panel 

; -if^'^ ' ■ No waveform monitor needed 

:' r" .";.;,': ■ Variable speed .strobe 

■,' '.'V ■ • Freeze Frame, two rock-solid Freeze Fields 

.-. :.-; • Low power consumption 

.'■:;■ ... ■ Lowest TBC price per channel 

'rJ:.'-, " Works with consumer grade VCRs 



NEW 



Kitchen Sync 
$1295.00 






SuperGen 
$549.00 






Super Geit2000s 

BROADCAST QUALITY FOR A2000 
WITH BUILT-IN I'ROC-AMP 



NEW 



SuperGen 2000s 
$1195.00 



RGB CONVERTER 



Allows the use of 
DCTV with standard 
RGB monitors (1084) 
in standard NTSC or 
PAL modes. Also 
permits the use of 
external genlocks like 
our SuperGen, 

RGB Converter 
$199.00 




Genlock Option 

Required to .synchroni,;e the Kitchen Sync lo 
an external video source. 



NEW 



Genlock Option 
$150.00 



NEW 



^ FREE SHIPPING E3 
on all VISA & MC orders in the US. 

COD - Cash only - add $10.00. 
Call by 2:00pm PST/5:0Opm EST for same day shipping. 



DIGITAL 



Worldwide Distributors and Dealers Wanted, inquiries invited. 



S-VHS Option 

Required to enaiile S-VHS/Hi-S (Y/Cl 
video outputs. 

S-VHS Option 
$99.00 



CALL 
DIGITAL 

-^^DIRECT 

1-800-645-1164 

Orders only 

9:00am to 5:00pm PST M-F 
For technical iiifomiation call 'Jlfi- 344-4825 



-^ 



E A T I O H S P.O. Box 97, FolsomCA 95763-0097 -Phone 91 6-344-4825' FAX 91 6-635'0475 

SuperGen SX, SuperGen, SuperGen2000s, DCTV, DCTV RGB Converter, and Kitchen Sync are trademarks of Digital Creations, Inc. 
Video Toaster is a trademark of Newtek, inc. IBM and IBM AT are registered trademarks of IBM, Inc. Amiga Is a registered trademark of Commodore-Amiga, Itic, 

circle 109 on Reader Service card. 
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Professional Paint & Animation 

DIGITAL 



